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AVAILABLE NOW!
THE LEGENDARY COINZP CONVERSION
FOR O W O  SIMULT P L A Y

ANEOUS E R S
has beenl  captur
e

General Alexander Bonn, C.I.F. US Forces in Central America -  s e i z e d  by a band of
revolutionaries and held captive in his own headquarters. Before his fina h e  relayed a

NE OR T

mayday which you and your buddy picked up.
your plane crashlands in the dense jungle some diStariCe from the headquarters. After deciding ,
whether to go it alone

aree  lka

or attempt the rescue together you set off You are deep ino o n  becomes

guerilla territory.

On all sides gather trained marksmen and combateers, determined to stop you. It s
apparent that you lack the supplies to win, but win through you must.
Ambush enemy tanks and use them yourself. Collect fUel and grenades left by the enemy as they
retract. Show no mercy, for you t h r i  Warrior.RELEASE DATE: 28 March
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Winner Stays On is our great new games
players challenge. We are looking for the best
garners in the country. Super Prizes are up for
grabs in the monthly challenge in which you
have the chance to challenge our reigning
champion.

This months cover story has the low-down on
the latest blockbuster irom Cinemaware -  the
West Cost firm who brought you Defender of
the Crown. Featuring screen shots that have
to be seen to be believed and schmultzy
American 'Er movie plot.

Compos are better than ever - with a chance
to win a day our in a Ferrari. Well ferry you to
school, take you out to dinner, and take you
for a spin in the mega machine to mark the
launch of EA's Ferrari Formula One.

Maps and hints come under the microscope
this month -  with a whole new look featuring
maps of Rastan Saga and Black Lamp with pokes
galore and a great new regular feature entitled
Bitter Ends.

t THE MAD LEADER IS BACKIP37
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Spectrum 48k Version

poolonom•

ce from

A.  INC.

Shackled is available for:
Amstrad CPC•Atari

CBM 64/128.
Spectrum 48K/I 28K+ 2.

Spectrum + 3 • MSX

im1

ir Imagina
Copyright DATA EA'
All rights reserved.
Manufactured under
DATA EAST U.S.A. INC,



Video Co*!
•  May  28th is Video
Char ity  Day  this year, as
part of the massive Telethon
'88 charity drive, 2000 shops
will be toking part
nationwide, with customers
being encouraged to give as
they rent, as well as take part
in in-store competitions and
raffles.

It's a worthy cause, aiming
to raise £250,000 for
charities caring for disabled
kids, so mark the date!
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•  There aren't too many
starring female lead
characters, which makes
Vix en,  the newie in April
from Mar tec h, doubly
refreshing. You play the last
woman on earth, battling to
stay alive on the surface and
in the coves of a world ruled
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by prehistoric nestles.
Armed with a magic whip.

Vixen isn't exactly your
average heroine, but then she
doesn't hove your common in
or garden problems either.

Vix en is available in April
for all formats, in 8 and 16 bit
versions
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•  A t  last, the first radio that
dances along with you! Mr
D.J. from Tomy is the name of
this frog like little fellow, a

robot radio that moves his
mouth, waves his arms and
dances around in time with
any AM or FM station.

Normally priced at E18.95
Or so, we've got one to give
away! Simply tell us the name
of the famous robot in the film
Forbidden Planet by the 25th
March, and the first one Out of
the hat gets to take him home

5 ,, set oTecAms
•  Knightmare, Anglia
TV's adventure game show,
has won a major international
award.

The show, which mixes
role-playing and advanced
computer gr h ic s  and
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• a t  o time. You can alsoundertake air to ground
missions taking our missile
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sites, bridges and airfields
using a variety of weapons. A

•  Falcon, Mir r or s of t ' s  and CBM 64 versions to " b l o c k  box" flight recorder
F-16 flight simulator f o l l o w ,  r e c o r d s  your mission,
originally developed by A p p a r e n t l y  based on e n a b l i n g  you to replay your
Spectrum Holobyte in a d v i c e  from real F-16 a pilots, dogfights, and spot your
America is now available in Falcon gives the effect of m is t a k e s .  The game swept the
Europe for the 1 meg Mac ac tually  sitting in a cockpit, a w a r d s  in America this year.
(E44.99) and the IBM PC c omple te  with controls, and s o  look forward to m e t
4E04,90), with Amiga, ST, a llows  you to go up against spec ial. - ,

animation, captured the
Jean d'Arcy
International Award
for Video Production,
beating 19 other entries from
around the world including
the United States and Japan.

The international jury
praised the programme's
conception and technical
innovations".

Producer and director
Sally Freeman, who
received tha award in Paris,
said: "Everyone seemed
delighted by the programme.
We were told it was the most
original end exciting piece of
television for a long time."

The game, which involves
teams of youngsters in a
problem-solving quest
through a computer-created
medieval maze of dungeons
and caverns, is the brainchild
of Anglia TV journalist Tim

He has set up a production
company, Ideas Factory,
which will make a new
13-part Knightmore series for
Anglia for screening on
Children's ITV in the autumn,

It will again feature
computer graphics and
animation from the Travelling
Matte Company combined
with the fantasy interiors of
artist David Rowe.

The new series also

promises further innovation in
the use of computer
environments and interactive
drama.

5
G
Y  
1
3
4
1
3
-
,

•  I f  you're sick of outer
space shoot-em ups, tired of
racing across continent and
bored of working your way
around dungeons,
Verminator — a new
release from Rainbird
Software for the Atari ST
could be the game for you.

You have been employed
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plane? How about

supersonic jet? The
answer to all these
questions is yes.
Impossible, you say.
But C + VG Deputy
Editor Paul
Boughton
experiences the
Impossible when he
experienced the X
factor.

Within the space of a few
k  minutes reality was
IF suspended. I found myself

riding on a space shuttle,
zipping along through a
computerised fantasy

0  'landscape, riding the clouds
strapped to a hang-glider,
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on a rollercoaster.
Of course it was all on

illusion created by what could
be the forerunner of a new
generation of loy rides — the
Super X Prokon simulator.

Imagine a fibreglass
capsule 20 feet long and 10

ing r e e
j k i

hydraulic ramps. It is capable
of taking up t o l
dpassengers. They all sit facing
a six feet by four feet screen.
The screen appears to be a
window Out of the capsule.
On to it ore projected video
pictures token from film or

computer — synthesised A m o
k _  a

OUrCOS M P S
orword I a
But it is micro magic that

makes the illusion come alive.
A computer control system
operates the hydraulic ramps
to raise, lower and tile the
capsule in lime with the
projected picture.

So, for example, if your
moving to the top of a
rollercooster, the capsule tirts
back. When it plunges down,
so does the capsule. The effect
is amazing. You actually feel
as if you're on a real big
dipper ride.

The simulator was
developed by Poole-bas
Super X Ltd.

The idea is for the simulot
ofto be sold to leisure and

theme parks, shopping malls
or museums. But before you
try and get your mum and
dad to buy you one for your
birthday or next Christmas,
you must realise they Co
.around £70,000 to lau

uy the Tree Council to ciear an
ancient oak of an infestation
by hoards of terrifying
parasites. For each revolting
wriggly thing you take out,
you earn extra cash, which
you can then sink into buying
better equipment.

Atari ST version (E24.95)
out in April, Amigo to follow.
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•  Sorcerer Lord, already
available on Spectrum and
Amstrad, is now out on
Commodore 64 at E 1 2.99
cassette, from PSS-

asmogoni.
11111111•1111

•  1
I

Oft 13r6ther!
•  Target Renegade is
Ocean's follow-up to
Renegade. Now you play
his brother, Out for revenge!
Before you get within
punching, shooting or
otherwise maiming distance
of chief baddie "Mr Big" you
must fight through five levels
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Prroymi
•  Play-By-Mail goes from
strength to strenth — that was
the verdict after the third
British Play-By-Mail
Convention held in London
recently.

The convention was hosted
by C
.
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v;:•_ •  •  the game will go to the RAF

B e n e v o l e n t  Fund
.• The three Spy Vs Spy 0 0
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games are to be released on a
compilation tape by •Databyte. The Spy
Trilogy will be out on U  Fans of the Lone Wolf
Spectrum, Commodore and role-playing game books will
Amstradm, price E9•95. h o v e  to wait until autumn for

Super Soft's adventure
game based on author Joe
Dever's creation. The
adventure, which was
originally due out this April,
will be on Atari ST and
Amiga.
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sivw -1-114Ne •  Watch out for
Blissbreak from

•  This year's Atari User O u t l a w s ,  which promises to
Show will be held at b e  a new look at pool and
Alexandra Palace, North s nook e r .  But weirdl That's all
London, on April 22, 23 and w e  know at the moment.
24. Entry on the door will cost Release is expected during
adults E3 and E2 for under M a y .
los M e a n w h i l e ,  The Shoot
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'Ern Up Construction Set
is due for release on the
Amiga this summer
.
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•  Cascade, the company • 0
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which scored a massive hit
with Ace and Ace II, takes to a p "  1,0C% /the air again later this year
with a tie up with the Royal •  R oy  of the Rovers,
Air Force. The word is that P i r a n h a ' s  game based on
this could be the ultimate flight comic hero, is now for set for
simulotion. Any profits frcml r e leas e  around Easter.
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AVAILABLE FROM YOUR FAVOURITE COMPUTER GAMES STOCKLST OR SEND
CHEQUE/POSTAL ORDER FOR £9.99 (CASSETTE) 112•99 (DisK) PLUS BOP P&P.
ACCESS AND BARCLAYcARD HOLDERS TELEPHONE 01-278 0751.
OUTLAW PRODUCTIONS, THE OLD FORGE, 7 CALEDONIAN ROAD, LONDoN
NI 9DX.
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THE CULT OF POWER
Brace yourself for the looming row over
the new high-tech toys heading your
way, spearheaded by Captain Power.
Could they inspire violence? John
Gilbert investigates.
Realism in new-tech toys has
gone too far, according to an
increasing number of British
psychologists, television
programme buyers and MPs
From all political parties.

The latest subject of worry
is Matte l 's indestructible
superhero Captain Power
and his Soldiers of the
Future. The Captain is
growing into a cull figure
through his own interactive
series, broadcast for children
by the Superchannel satellite
television company, and its
the interactive capacity of the
show which is worrying theadults.

Each one hour long
programme takes place on
the Earth of the 22nd
Century. It's a planet
devasted by the recently
ended Metal Wars between
humans and the machines
they once thought of as
slaves,

Lord Dread rules Earth
from Volcanic', a massive
fortress from which he
oversees the operation of the
Bio Dread Empire, Most of
humanity has been enslaved,
although some bands of
leaderless resistance fighters
still remain. Dread fears only
one of these bands, a group
of Freedom Fighters lead by
Captain Jonathan Power —
who bears a striking similarity
to Robocop. To the people of
the free world they become
kmown as Captain Power and
the Soldiers of the Future.

Each of the Soldiers is on
experts in different fields.
There's Lieutenant Tank Ellis,
who leads the ground ossault
unit, Major Hawk Masterson
who's the air ace, Corporal

Captain Power
.Pilot Chose with his technical

expertise and Colonel
Singray Johnson, who's the
undersea attack specialist.
On the Dread side you have
Souron Sky Sentry, Blastarr
Ground Guardian and Bio
Dread Ocean Attack
Warlord.
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The show is tightly scripted
and the stars take part in
about 130 violent encounters
during its 50-minute run time,
Critics are less worried about
the violence than the ability of
the viewer to take part in the
action. Mattel, the co-creator eV
of the Captain Power cult,
markets a light sensitive gun in
the States which is compatible
with the show. It'll soon be
available in the UK.

The gun is pointed at the
screen and picks up light
signals encoded on screen
targets. Children can aim at
the screen from up to 10 feet
away and score points each
time one of those targets ore
hit. The television characters

can also return fire, using the
same light sensitive technique
and take points away. When
your score reaches zero your
vehicle's cockpit is ejected
and you're out of the game.

You can play goodie or
baddie as there are two main
interactive guns. The first is
Captain Power's Jet XT7. It
shoots and collects light and
has a power check button
which indicates the vehicles
score in points with electronic
bleeps. Dread's vehicle is the
Interlocker, the evil lord's
throne which acts in a similar
way to Power's vehicle but
also provides a target lock-on
light to assist in aiming the
gun. Both weapons ore
supplied with a video cassette
programme if you can't
receive satellite TV and can
be used with each other,
according to Mattel, in one to
one combat.

Captain Power differs from
other interactive video/TV
games because the targets
you're told to shoot at are
real people. The lobby
against the Power concept,
both here and in the States
says that the TV show is
providing target practice for
youngsters and bringing acts
of aggression to the forefront
of impressionable minds.
Anything that promotes
violence should be censored
from children and the
technology could be put to
better, and more educational
uses.

A Inspiration to violence?

The equally vociferous pro
lobby sees the Captain power
cult as nothing more than an
extension of cowboys and
indians or cops and robbers.
Shooting the image of a man
on the screen is no different
than pointing a cap gun at a
real boy or girl.

The two sides have drawn
their battle lines but, althoughMattel is a massive
corporation, it is likely to be
Parliament which finally
decides whether programmes
such as Captain Power will be
seen on British screens

The British Government has
already started to discuss the
laws which should govern
de-regulation of our
television networks. British
companies such as Virgin and
Robert Maxwell's BPCC
publishing corporation have
already sunk money into
satellite television and a host
of US stations are already
available to British viewers
who have satellite dishes and
decoders at home. They carry
a constant mixture of the
latest movies, music
programmes, current affairs,
and evangelism.

The Government will be
able to censor such output,
which could eventually
include Captain Power,
through the decoding
consules which viewers buy
with their satellite dishes. A
decoder can be programmed
by the manufacturer-or.
user-to put certain
transmissions off limits
to viewers.

The technique, called
encryption, was designed to
allow parents to monitor their
children's television intake
and make sure that their kids
couldn't access pornographicmaterial.

. • • • • •
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So far only the Captain
Power satellite TV
programmes ore available in
Britain but, within a few
months, the interactive toys
will be in high street shops
and other toy manufacturers
will start to filter in for the
projected interactive gamingb o o
m . Already the manufacturers
of laser Tog and Photon hove
their own shows — The
Photons and Laser Tag
Academy — on Super
Channel and the plan is to go
the way of Captain Power.
Mattel and the others who
Follow its lead are likely to
feel the bite of government
satellite legislation by the
peak Christmas selling time
this year.



Beyond the farthest
reaches of the
Galaxy...

COMMODORE 64

•

AMSTRAD CPC
Available from all good computer game stockists. or by mail order from: Palace. The Old Forge, 7 Caledonian Road. London Ni 9DX

Send cheque or postal order for L1.99 (C64, Amstrad cassette), E12.99 (C64 disk), £14.99 (ST. Amstrad disk) plus 80p P&P.
Access and Barclaycard holders telephone 01-278 0751.
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These tasty looking shots come from a
new name on the software front, Creation.
Called Stormtrooper, the game is set for
release on the Atari ST and then Amiga

111M1141 i t i l t  IN P O.

E I C I A = 5
and PC. It's a 16 level arcade adventure
set in a mining complex overrun by
mercenaries. You play a bounty hunter out
for a head count to make some money.

" g i r l  LE NI I  MAril2C1
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Ultimately, you must "terminate" the
complex's top geophysicist who has
defected to a foreign power.

1 1
CRL's newie for the Commodore 64
Time Fighter, a shoot, beat and blow 'em
up tha ranges through eight different
time periods, each with suitable
weapons. Unlike many multi-level
games, you do not have to defeat the
earlier scenarios in order to play you're
favourite, be it Robin Hood. gangland
Chicago or -  my fave -  space warfare.

Time Fighter Is unusual in that it
features particularly realistic

111=1111.11.0gommlk

Fancy a stimulating stomp, munch and
crunch game? Then check out Aaargh!
from Melbourne House, based on the
Arcadia coin-op. You play the part of
either the orgre or monster in this quest
to find golden eggs. And nothing will
stand in your way. You can smash
buildings, stomp people through 12
cities. But not everything will go your
way. There are killer hornets, catapults
and cannons to battle against. This shot
Is from the Amiga.

Aaargh! Is due for release in April.

character animation, with a very
convincing running and throwing action
for the earth bound levels, and a realistic
bounce to the weightless space battle.

Worth keeping an eye open for are
future developments from the Software
Invasion team that did Time Fighter,
especially if they manage to bring their
undoubted advances in character
animation to more sophisticated and
complex games.

et4.4.147w4ti

Joe Blade from Players, which came out
In August last year in Spectrum, CBM64
and Amstrad versions, is now available
for the Atari ST and Amiga at a budget
E9.95, with the Atari 8 bit coming soon at
El .99. One of the biggest selling budget
games of last year, the 16 bit models
retain the same basic game plan. But
features enhanced graphics. These
screen shots are from the ST. 1
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Interceptor from Electronic Arts is poised
for take-off on the Amiga within the next
few weeks. This combat flight simulation
gives you the choice of two fighter planes,
a F-18 Hornet and F-16 Falcon. There are
six combat missions to experience which
take place over the skies of San Francisco
Bay. The missions include protecting Air
Force One from enemy fighters as the
President seeks to land safely at San
Francisco international Airport;
preventing World War ill by shooting down
Incoming cruise missiles; rescuing a pilot
downed at sea; visually identifying an
unknown plane that has appeared on
radar; and preventing the escape of two
stolen F-I 6s. There is also a training
mission, a top secret mission for
advanced pilots, and a free-flight mode.

Firebird looks to the land of the rising
sun for its up and coming graphical
adventure -  Samurai Warrior -  The
Battles of Lisagl Yolimo. Usagi is a
cute cartoon rabbit spiced with
arcade action -  created by Stan
Sakai. The background to the comics
and the computer game is 17th
Century Japan, during a time of
unrest and civil war, where warlords
battle with warlord. Wagi is a warrior
bodyguard In the services of Lord
Norlyuki who has been kidnapped.
Usagi must rescue him. These
screenshot are from the Commodore
84 version which should be available
during April. ii
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This is The Destiny Knight. otherwise
known as Bard's Tale II. The Electronic
Arts fantasy adventure which covers six
cities, 25 dungeon levels and a
wilderness. The game includes seven
timed puzzles, news spells, monsters,
hand-to-hand and long-range combat.
These shots are from the Amiga and
expect the game to arrive sometime in
March.

e0IL MEIN& 11111

Dum, dee dum, dee dum, dee dum, dee
dum, dee dum, dee duuuum -  Pink
Panther is here (well almost)tor the
Amiga and is complete with that
infuriating jingle and characteristic flip
walk.

The tune Is sampled and sounds
Identical to the music at the TV show.
Clouseau is also there in his Mackintosh.
The details of the plot are not known as
we go to press -  but the top German
games company Magic Bytes is coding
the game for Gremlin Graphics -  who has
taken over publishing the firm's games in
the UK.

Another popular cartoon character
will be appearing on the Gremlin label
later this year -  Mickey Mouse. As yet a
title for Mickey's game has not been
decided.



THE Li TEST
AR C H O W

ARCHON — ROM — E14.99 ticfcticio
A battle between the forces ot light and darkness. You can't

take a square. you have to tight tor it.
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RESCUE ON FRACTALUS — ROM — E14.99
—  i V e  51 t

You have to rescue your friends from Fractalus - but the evil
l a w  aren't going to make it easy.

Atari have always had the greatest arcade

games in the galaxy, now they're adding even

more winners to the collection. From the high
speed skills of handling a WW1 biplane, to the
brain-aching Archon battle o f  wits. Whether

DALLBLAZER — ROM — E14.99 ikrritoo
Can you shoot the Plasmorb through the moving goalbeams

while piloting your Rototoil? For one or two ptayers

i

TWILIGHT WORLD.  CASSETTE. E4.99 , i o
r
st i ckl

Battle your way through eleven dungeons and devils with
anti•matter pods and lasers

you're landing the punches with Fight Night or
using the awesome power of Thunderfox to

blast the enemy, Atari give you the best com-
bination of graphics speed and skill this side
of Alpha Centauri.

ALL GAMES SHOWN ARE COMPATIBLE WITH: ATARI XE GAMES SYSTEM, ATARI
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BLUE MAX — ROM — E14.99 Joy,two
The thrills oi WW1 dogfighting and bombing raids.

THUNDERFOX CASSETTE. EaS.99
The Zylosian war machine is complete. Can you beat the

horrendous odds in your Thunderfox? 1
Then there is Atari's compilation cassette

of all time favourites, which at only E4.99, makes
it, you guessed it, the best value on Earth!

Pick the latest and the greatest from your
Atari Dealer or fill in the coupon to order by mail.

kR1 65XE, 130XE, AND 800XL COMPUTERS.

DT
FIGHT NIGHT"
by Accolade

FIGHT NIGHT — ROM — 0 4 . 9 9  1001.0,'4,s4
Construct and train your own boxing champ then guide him

to the championship One or two players

COMPILATION CASSETTE. E4.99 clooto.A.,1.4,d1
Five arcade favourites on one cassette! Centipede:
Star Raiders; Missile cort inanrt  TenniS.t y po Attack.
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PRICES: C8,96 ITAPEI El2.95.

i csc SPEC DISCI f13.95 IAMS
DISCI.
IP. VERSION TESTED. SPECTRUM

REVIEWER: TIM METCALFE
Digital Integration take to the air
again after toying in winter
sports with the brilliant
Bobsleigh simulation. Sad to say
that ATF isn't one of DI's best
releases, although it does offer a
depth of play missing f rom many
full-price games.

It's just that we've come to
expect more from the company
who created Tomahawk  and TT
Pacer,

A U  is basically a shoot- 'em-
up with some clever frills -  not
one of out  and out
fl ight-simulations that have
made DI 's  name.

The reason could be that the
game is based on a jet fighter
that won' t  fly until 1990!

In reality the ATF is planned as
the most technologically
advanced aircraft ever built. It is
being developed for the US
Airforce by Lockheed, Boeing
and General Dynamics. It will
have an electronic co-pilot
designed to take away many of
the more mundane tasks
currently performed by the pilot.

The game attempts to
simulate this electronic gizmo
but this means you have to
spend as much t ime hitt ing the
keyboard as flying with the
joystick. Many  of the controls
are keyboard based. For example
you have to select and fire
missiles, access your onboard
data-base and jam enemy
missiles using the keyboard.

Fortunately there is a sort of
"automat ic " pilot  which, if
engaged, guides your ATF over
the terrain at an opt imum height,
avoiding natural hazards -  you
still have to deal with the
man-made ones. The object of
the game is to defend allied
forces and installations against
the enemy, maintaining the
balance of power and maybe
defeating them totally.

At the beginning of each
mission you can call up a war

1
report which shows how the
allies are doing against the
baddies.

You use this to select which
targets you want  to aim for_

For example, if  the enemy has
established more bases than the
allies it might be a good idea to
take a few out, or perhaps they
have suddenly overtaken your
bosses in the communicat ions
stakes -  then it's t ime to zap a
few satellite stations.

The war report will show gains
and loses, the status of allied and
enemy forces plus intelligence
reports which may help you
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decide on your strategy.
Remember you'll always need

a base to land and refuel at -  so
protect them well.

Good targets to aim for are
communicat ions centres and
factorites. Knock Out
communicat ions and enemy
forces won' t  be able to find Out
about your movements so
quickly. Destroy factories and
the replacement of
war-machines will s low down.
The same applies to the allies -
so watch the gains and losses
closely.

Once you are airbourne this
— —

• • • • • • • • • • • a r a

information is not available
but land at a friendly base and
you can call it up between
flights, as well as being able to
re-arm your ATF.

Re-arming and refuelling is a
simple joystick controlled action
and is carried out at the start of
each game, after one of your
ATFs has been destroyed or
when you land at a friendly base.
You have a choice of weaponry
-  machine-guns and two sorts
of missiles.

There is a weight  limit  -  so
you have to select the right sort
of fi repower for the strategy you
intend to follow.

The cannons are used to
un-down enemy interceptor

aircraft while the missiles are
good for ground targets.

ASRAAM missiles can be
guided via the joystick while they
are in visual range -  a  fiddly
business. Maverick missiles -
the most powerful type much
loved by the pilots in Top Gun -
are computer controlled. You
can lock them on to a target
displayed on your on-board
database and fire. They  have a
longer range than the
ASRAAMs  and I found them a
lot easier to use.

Once you've loaded up with
weapons, it 's t ime to fly into the

dangerzone. The main display
shows you a view of the ATF,
plus a heads-up readout. Unlike
other 01 games you don't  find
yourself actually " in" the cockpit
of the jet fighter, you see it
sitting in f ront  of you on the
landing strip. The heads-up
display shows thrust, speed,
altitude and ground height -
useful when you are indulging in
a bit  of high speed low flying
under enemy radar.

This display also shows you
your current heading plus the
bearing and range of any target
currently selected in your
on-board database, more about
this later.

At the bottom of the main

display you see your fuel level,
SAM missile warning light,
automatic landing mode and
terrain following mode indicators
plus undercarriage status.

Immediately above this is the
in-fl ight message window.  This
tells you things relevant to
enemy targets and incoming
missiles -  i f  you've managed to
jam them or not! -  while you are
airborne,

Bottom right of the screen
you'll see a window which
displays informat ion f rom your
onboard computer. You can call
up a world map, weapon status,
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ATE status and the all important
database. The world map shows
you where you are and the
position of the object currently
selected in the database; the
weapon status shows you just
what 's left to blast away with;
the ATF status is really a damage
report; the database is possibly
the most important bit of kit
you've got on board and
deserves a longer explanation -
so here goes.

Once you've selected the
database screen you can call up
enemy or allied database mode
using the I) key. The allied
database mode is useful for
finding friendly bases to land at.
Enemy database mode allows
you to find and lock on to
targets. There are five categories
in each mode -  dealing with
bases, factories,
communications, ground and
sea forces.

Key G will select the nearest
target to the ATF but you can
pick your own using the bearing
and range co-ordinates shown
on the database. Match these
with your HUD and you're on the
way to a kill.

To enable you to react quickly
to in-flight messages there is a
database lock on key. For
example, if you get a "enemy
target" message, you can hit the
lock-on key and the targets
range and bearing is instantly

displayed. All this without
having to be in database mode.

Above the computer screen is
a short range scanner. This
shows you instant info about
your immediate surroundings.
Interceptors appear as flashing
dots, ground installations as
steady dots.

A new world is generated for
each game and consists of sea,
islands and polar regions. The
islands consist of beach and
scrubland. You can choose to
see them as "computerised"
terrain relief lines or "real"
terrain with bushes and such
like.

I preferred the
"computerised" style of
graphics. The world "wraps
around" -  i f  you fly off  one
' 'edge" you end up on the other
side. Useful to know if you are
tracking enemy targets and want
to calculate the shortest route.

Each of the allied bases is
surrounded by a catchment area.
As soon as you enter one of
these, the automatic landing
indicator starts flashing. If you
want  to land you can hit the L
key and you'll be guided gently
down to the landing strip to
refuel and re-arm.

GRAPHICS
I* SOUND
l• VALUE

PLAYABILITY
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11.• PRICE: AMSTRAD f9.99
CASSETTE. f14.99 DISK. C64 f8.99,
PC f19.99, SPECTRUM f6.99.
"VERSI O N TESTED:
AMSTRAD/ CM

REVIEWER: mArT eiELey

Well, there are shoot-'ern-ups
and there are shoot-'em-ups,
and there are so damn many of
them around these days that a
name has to be pretty special

, stand out. And I'm afraid
lis isn't it.

Playing Bedlam is like going
back in time two or three years:
it would have seemed a pretty
decent game then, and to be
fair it still kept me quiet for a

. 1  couple of hours, but to earn aC + VG hit, or anything like one
these days you have to be a
trle bit original, a little bit
fferent.
Bedlam on the Amstrad

lacks even the pinball level that
added spice to the C64 version
and others, leaving us with the
usual tosh about space
academy pilots, and a decidely
average game.

Anyway, enough of this
vitriol, let's get into some more
detail, shall we? Your little
space ship sits around the
bottom of a vertically scrolling
screen, and blasts away at
wave after wave of alien ships
and static space stations. I say
sits at the bottom, though in
fact you can move up and
down the screen as well: it is
just that the sideways
movement is so much faster

v It's a fairly run-ofithe-mill shoot 'am up.

than the back/forward action
that you do better sitting down
there in a suitable spot and
taking them out like sitting
ducks. In fact a great deal rests
in just which side of the screen
you happen to be on, since a
lot of the incomings are dead
easy to dodge if you are in the
right place, but just trash you
completely if you picked the
wrong one.

None of the alien ships,
which come in waves of seven
or eight, actually fire anything
at you, but this is not the case
with the space stations, many
of which have laser cannon
emplacements that throw all
sorts of things at you, the
trickiest being ones that kick
you about the screen for a

while. You can fly over once
you've blasted it, but wipe out
if you hit anything still going.
Some space stations reveal
hearts (extra lives) or shield
shapes (force fields) which you
can pick up if you fly over
them.

Once you learn the attack
patterns of the alien craft, you
can place yourself in the
correct corners of the screen to
prepare for their coming and
blast your way through the first
few levels all the way to the big
mother alien. She is suitably
difficult to destroy Igo for the
mouth).

Hmm. Like I said, nothing
here that smacks particularly of
original thought, and the
graphics and sound are far to

CVG

run-of-th•  mill to save the day.
Other versions do have the
considerable added advantage
of a whizz° space pinball level,
but I'm afraid it's the Amstrad
we're talking about here. The
weird thing is that the very
ordinariness of the thing
doesn't really affect it's
playability at all, which in
actual fact isn't too bad. I must
say I've quite surprised myself
because despite all I've said I
wouldn't really mind another
shot_ Ain't life strange?

p• GRAPHICS!
••• SOUND:
11.• INAVABILrrY:
To. VALUE:
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CYBERNOID
MACHINES SPECTRUM

i
•

AM S T R AD  C B M  64
•filLIPPLIER: HEWSON.
f. R I C E .  f7 99 ISPECTRUMIFCBM

• 6 4  AND AMSTRAD If9.99if 14.991
P. VERSIONS TESTED S P E CTRUM/

AMSTRAD
ii. REVIEWER. PAUL BOUGHTON

If you thought  your faithful old
Spectrum h4tybeen looking a
tittle la r e  lately, that there
was n k l e  to the games,
then t  a g a i n .  Make f o r
Cyb6Vricrid – The Fight
Mat:Vent?, It's a stunner.

So just in case you were
fanning to junk your faithful
peccie and upgrade to an Atari

,?or Amiga, delay that
mcimentous decision f oopy hile
and get Cybernoid.

The game is the creation of  '
Raffack C o .  the brain'behonct
5,4;40. COernoid has a
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space batt le fighter, collect
weapons, explore, survive and
destroy the aliens.
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wants them back. And that's
your job. You must retrielekall-
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.
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The openino screensAp both

the Spectrum and Amstt ild
r rsions are very imp:et t ive.
-'The Cybernoid sits beside a

volcano spewing molten rockets
into the air Surpris ingly .  I
thought these would destr m e
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A Destroy the beehi ve" object

straight away. But  no, I sailed
safely through. It 's as you
descend into the second screen
that the nestles come at you.
And it's here that you t o
pick up bits and pieces, l u d i n g
the add on weapons.

And it's not only the aliens you
have to look out for. The pirates
have activated a defence system
which deals death tetinvaders,

Once you start playing, you're
hooked, And there's eight levels
or so to keep you playing.

Cybernoid is one of the best
Spectrum releases for ages and

, probably the best Amstrad game
around at the moment

SPECTRUM AM STR AD
11. G R APH I C S B  8

SOUND 7  8
IP VAL U E 9  a

PL AYABI L I T Y 9  9

CNG



▪ m ACHI NE: 1 6  A
Ow SUPPLIER ACTIVISION,

PRICE: f24,96,
P. REVIEWER: BRIAN WEBBER.

Spin the engine, jiggle those flaps,
chocks away and let me take you
back to the time when men were
men, women were beautiful and
the aeroplane was king.
Everyone's heard of Our Run, the
great arcade game, and this is the
air version. Rich in '30s
atmosphere and thrills and spills.

The game begins with a wicked
title screen that looks like it's been

A A bod lo og — in o tree/

Arnie S. stalks the alien,

tted straight from an old
Jewsreel, showing a crowd with
, uur stubby flying fuel tank in the
'Dreground. Slowly colour fades

Ragtime music plays, you see
yourself seated tense in the cockpit
and... they're off!

There are three different levels
.3f play -  Beginner, Expert and
Ace -  to chose from, each looking
pretty much the same -  there is

so much variation you can get
the sight of planes roaring over

the desert after all -  but  with the
speed of the ride and the tightness
of the course changing
dramatically.

Each level consists of four
events that have to be completed
in the given time, with a bonus
being awarded for time left over, as
well as giving you longer on the
next event. Normally you are just
flying around a course while
avoiding the other planes, but
occasionally you get a shot at a
special event which could be flying
around poles, or coming in low and
bursting a series of anchored
balloons. You are asked to pop all

t i l l

I I  I1 m o s-
1
-

thirty, but on the first few goes it is
hard enough to take out one of
thernt

If you crash on one of the events

A O n the trail of a competitor.

P. MACHINES: CAM 64/AMSTRAD
•'SPECTRUM/ATARI ST.
ow SUPPLIER: ACTIVISION
low PRICE:11.99.
low VERSION TESTED: SPECTRUM.
ow REVIEWER: PAUL BOUGHTON,

When you play the part  of
Arnold Schwarzenegger in a
game there's very few people at
C V G  who are qualified to play
the part of  a mega-hunk. Except
me, of  course, and I modest ly
accepted the wimpish pleas of
my colleagues to do batt le with
The Predator.

And what  we have here is a
pretty near faultless game-of-
the-movie which actually
succeeds in capturing the spirit
of the fi lm. The fi lms basically
simple plot makes an ideal game
play scenario, the central
character (Arnie Sl,  an ideal
game hero, and the alien, an
ideal nasty,

-  and this is quite hard to do as
most mid-air collisions merely
result in a slowing down and a loss
of time -  your plane splutters and

So it's of f  to the jungles of
South America to rescue a
bunch of t rapped diplomats. The
opening scene shows the
helicopter dropping Arnie -
otherwise known as Major Alan
Schaefer and his six
batt le-hardened troops into the
danger zone. The men sprint off
into the jungle. Dutch Schaefer
is the last to leave the chopper.

Within seconds you find a
dead colleague and enemy
troops coming for you. But  the
troops are only part of your
worries. There's The Predator to
deal with,  an alien creature from
outer space who is on a hunting
expedition to earth. Everybody
-  inc luding you -  is  fair game.
Let us preyl

You start off equiped with a



starts to drop, a picture of you
parachuting to safety appears
and... WHAM!  Hold your breath...

you land between some young

Decisions. Who dares crashes?

Me grand parade.

machine gun, a limited supply of
bullets and hand grenades. In a
tight corner you can also punch,
block and duck.

Caution is the key word in this
game. Don' t  rush in blindly. Even
if you survive the nasty surprises,
you'll probably use up your
ammo too soon.

Besides the troops, there's a
sniper in a crash chopper and
death-dealing vultures to
contend with.

You can tell when the alien is
tracking you because the screen
goes pink and a large triangle
appears, moving closer to you all
the time. At  this stage it's best to
run like hell and get away.

There are four stages to battle
through before you get to the
final confrontat ion with The

girl's legs ITrueli or -  and this is
far more likely -  in with the pigs?

Once you complete a level
four events -  a presentation

almo,
Predator. As you progrebb you
can pick up extra weapons,
mostly off the bodies of your
fallen comrades.

I have only two gripes about
Predator. Firstly that it's
mult i-load. I know this is
necessary but it results in an
easing of the tension -  and this
game, like the film, is nothing if
not tension with a capital T.
Secondly, when you have lost all
your lives you have to go
through the starting sequence
which involves all the men
jumping f rom the helicopter.
This becomes a little boring.

All in all, Predator is an
excellent game where the hunter
becomes the hunted. Buy it and
experience fear.

11.- GRAPHICS
le- SOUND
▪ VALUE
ol• PLAYABILITY
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screen is displayed, but you have
to do numerous levels to get the
full rewards_ This is, as you have
probably guessed, a comparativet,
simple game, given He by the high
standards of the well drawn and
convincing graphics. Lacking laser
blasts and a variety of very
different backdrops, it relies on the
addictive qualities of the very
simple basic idea of the game to
retain the interest.

What this means is it lacks the
special touch that would make it
stand out from the rest, and would
probably do better as a budget title
that at its current asking price.
However, if we had a mark out of
ten for atmosphere -  the very
nicely produced packaging adds to
this too G e e  Bee Air Rally would
probably come near the top of the
heap.

The lack of reality about crashes
in the early stages of the games,
you can zoom around with wild
abandon, c lipping the wings of
other planes, swooping down on
the course markers and

I N

So to J o  Gee Bet
Rally has some great graphics,
nice touches of humour great
music and sound. One could
only want  for a little more
playability. However,  an
enjoyable game.
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SPECIAL OFFER
Sega Master System + Light Phaser

with games cartridge

ONLY E 1 2 4 . 9 5
Sega Master System R.R.P.

Light Phaser R.R.P. E414.95
•  •  •  •  •  •  •  •  •  •  •  •  •
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Buy the Sega Master System and get
one of these fantastic GAMES FREE.

1 1
2
2
2
2
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z
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Watchout for your favourite game
FREE when you buy the Sega Master System

_ , A M I E V E
Both offers end 30th June 1988 A AA A 1
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"Get 'eml" Stark advice f rom the
starting screen of  Xarax. But my
advice to you is: Get it!

This is one hell of a nifty shoot—
'em up that deserves your
attention. And at E2.99 it a
street-wise buy as well.

—
1
T
h
e
r
e
'
s  
r
e
a
l
l
y  
n
o
t  
a  
l
o
t  
t
o  
t
e
l
l

you about this game. The
cassette notes are, to say the
least, sparse: "Bomb and blast
the way to the salvation of your
world. " Highly informative, I
don't  think.

But let's press on. You control
a space ship flying over a

Z A R k X
A  Excellent value a t  0 . 9 9 .

Li

. 10

••• MACHINE: SPECTRUM
10. SUPPLIER: FIRBIRD
•  PRICE E2.98•
o• REVIEWER: PAUL BOUGHTON

a Dodge  the flying aliens.
vertically scrolling landscape.
The inevitable flying aliens are
soon proving right little pests.

The first wave comes whirling
past in a sort of  looping
formation, fast and frequent.
Matters are complicated by
ground installations which deal
death at you.

But fear not. It 's not just your
flying skills which will keep you
Out of trouble, although quick
reactions are vital.

The spacecraft, which by the
way, has eight  directional

=EP'

A Ground installations vary in size,

movement, is equipped with
unlimited laser power and
bombs, The lasers can only be
used on the airborne enemy
while the grenades are more than
enough to take out any
ground-based problems you
come across. And they will prove
to be problems,

The craft has a cross-hair sight
in front of it which allows you to
zero in for ground attacks with
quite a degree of accuracy.

As you progress into the game
the installations become more

A Bomb the ground installations.ARk)

a Unlimited firepower keeps you in the game.
complex. Instead of just one bolt
of death heading your way,
there's a whole barrage.

And that's basically the game.
What  makes it special is the
price. In fact, in terms of quality
programming, Xarax is a lot
better than a lot of  the full price
shoot 'em ups doing the rounds
at the moment.  God forbid that
we would name names but
have you seen Go's Bedlam?

It's possible Firebird could

have put this Out a higher price.
But that's their blunder and
your good fortune. Don' t  look
a gift  horse in the mouth, as they
say.

Finally, congratulat ions to
programmers R. Spahl and T.
Gittelbauer. Xarax  is a job well
done_
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U Castle
C o m p u t e r

SALE
SPECTRUM Special Offers

DAN DARE II 6 . 5 0
PREDATOR 6 . 7 5
BEDLAM 112134 ONLY) 6_50
ROLLING THUNDER 6 , 5 0
BLOOD VALLEY 5 . 5 0
PLATOON 6 2 5
COMBAT SCHOOL 5 3
RAMPAGE 6 . 7 5
MATCHDAY II 5 . 2 5
MAGNIFICENT 7 6 . 9 6
OUTRUN 6 . 5 0
THUNDERCATS 5 . 5 0
BASTAN 5 . 2 5
GUNSHIP 6 . 9 6
NIGEL M GRAND PRIX 6 , 96
INDIANA JONES 5 . 5 0
FOOTBALL DIRECTOR 6 . 5 0
VULCAN 6 . 1 6
BLITZXREIG 6 . 9 5
NAPOLEON AT WAR 1 5 0
GALLIPOLI 6 . 5 0
WORLD WAR I 6 . 9 6
SCALETRIX 6 . 9 6
PAC LAND 6 . 9 5
BUGGY BOY 5  50
720' 6 . 5 0
ACE 2 6 . 5 0
SUPER HANG CIN 6 . 7 5
NORTH STAR 5 _ 5 0
TERRAMEX 6 3 0

SALE
CM Disk Often

KINETIC 1 . 9 9
HEARTLAND 1 . 3 3
INEODROID 9 9 P
IC_UPS 9 9 0
HYPERBALL 9 1 I p
MISSION Ali 9 9 p
ArrEc 9 9 P
ANKH S S P
DANTES INFERNO 9 9 0
EMPIRE 9 9 p
BEST OF BEYOND 1 9 9
°num H 3  95
ACCOLADE COMICS 9  95
RUSSIA THE GRTWAR 1296
SCARY MONSTERS 3 . 9 6
RED LED. 3 . 9 6
CLEVER a SMART 3 , 9 5
GEMSTONE WARRIOR 1 3 5
ALTER EGO IFEMALEI 6 _ 9 5
SPY V SPY IISTI
LABYRINTH 2 . 9 9
ALIENS U K 2 . 9 9
BIG TRIM L'TLE CHINA 2.99
GFL FOOTBALL 2 9 9
THE TRAIN 1 2 1
CHUCK Y FL
-
rs im 
1 4 .
9 5

MUSIC STUDIO 4 , 3 5
STEALTH FIGHTER 1 3 . 9 6
AIRBOURNE RANGER 13,95
GUNSHIP 1 3 . 9 9

I S A L E  1
SPECTRUM Special Offers

SIDEARMS 6 , 5 0
BOBSLEIGH 6 . 7 5
GAUNTLET II 6 . 5 0
LAZER TAG 3 9 3
HUNT F O R  R E D
OCTOBER 1 0 . 5 0
VENOM STRIKES BACK 5.50
DEVIANTS 1 . 7 5
SHACKLED 6 . 5 0
KIM PEGASUS 6 . 9 6
MAGNETRON 5 _ 5 0
SUPER STUNT MAN 1 . 7 5
A TF 6 . 1
GLINSMOKE 6 . 5 0
THING BOUNCES BACK 2.99
G R
E M
L I
N 
1
0  
G
A
M
E
S  
5
.
9
9

DOC THE DESTROYER 2 , 9 9
SPY V SPY ARTIC ANTICS 2-99
PROHIBITION
EA. CUP B? 1 . 5 0

*  JACKIE NIPPER II 2.19 *
*  DEATHWISH III 2 . 1 3  *
*  MASK I 2 . 9 9  *
*  MA$K Ill 2 . 9 9  *
*  MAS OF UNIVERSE *
er THE MOVIE 2 . 9 9  *

THANATOS 1 . 9 9
GUNRUNNER 1 3 3
SUPERCYCLE 2 . 9 9
CATCH 23 2 . 9 9

1 S A L E
AMSTRAD &mica! Offers
AI PAN 3  95

SLANE 2 9 9
HIVE 9 9 p
BIG TR'BLEL TLE CHINA 113
YES PRIME MINISTER 1 1
ALIENS LI K VERSION 2 . 9 9
ALIENS U.S VERSION 2 . 9 9
RED L. ED. 2 . 9 9
CLEVER Er SMART 2 _ 9 9
GEL GAMESTAR BASEB'L 219
WARLOCK 1 3 9
LIVINGSTONE I PRESUME 1.33
HAG MAX 2 9 9
KINETIC 9 9 P
GFL FOOTBALL
HOT RLRIESTONE
N. MANSELLS G. PRIX
MYSTERY OF THE NILE
PLATOON
PREDATOR
JACK NIPPER II
DEATHWISH MI
MASK
MASK II

199
199
6.95
239
6,75
6.95
219
199
213

TEN GREAT GAMES 5 . 9 6
SPY V SPY MIX ANnes 299
SPY V SPY I S L
.
DCA P E R 
2 3 9

MAST URN THE MOVIE 399
CHOLO 2 . 1
COMBAT SCHOOL 5 . 3

SALE
SPECTRUM SpKial Off ers

ARC OF YESOD 1 _ 9 3
ELIGSY 1 , 9 9
BIG SLEEZE 2 9 9
CHOI° 2 _ 9 9
SIDEWIZE 2 , 9 9
CLEVER Et SMART 2 . 9 9
RED LED 2 , 9 9
YES PRIME MINISTER 2 _ 9 9
SLAINE 2 . 9 9
ALIF WIDHERSEHN
MONTY 2 . 9 8
DOOMARKS REVENGE 2.99
MYSTERY DE THE NILE 2 9 9
COIN OR CONNECTION 3 _ 1
DANDY 2 1 1
PHANTOM OE THEOPERA 238
HEARTLAND 2 1 3
HIVE 1 . 9 9
CHAMP'SHIP BASEBALL 199
PS15 TRADING CO 1 , 9 9
DRUID II
. 
E N
L  
M I
E N
T  
2
1
3

ARMAGEDON MAN 6 . 9 5
THEY STOLEA MILLION 1.99
HEWSON 4 SPAASH HITS 6.95
THE CENTURIONS 1 9 9
STAINLESS STEEL 1 . 9 9
SHOCKWAY RIDER 1 . 1 9
KNUCKLE BUSTERS 2 , 9 9
ROBIN Of THE WOOD 1 . 9 9
KINETIC 1 . 9 9
GYRON 5 0 ,

SALE
AMSTRAD Otsk Offers

DRUID 1 9 1
KINETIC 1 9 3
MUTANTS 4 . 9 5
SHORT CIRCUIT 4 . 9 5
RED LED. 4 . 9 5
CLEVER a SMART 4 . 9 5
HUNCHBACK ADV'TURE 135
13CHIMATA 3 . 1
CATCH 23 4 . 9 9
VILE COMP PEOPLE 5 . 9 5
SHOGUN 4 . 9 6
BIG TABLE LTLE CHINA 4.95
MARIO BROS 4 . 9 5
GHOSTBUSTERS 4 . 9 6
GAMESTAR FOOTBALL 4 %
LEVIATHAN 4 . 9 6
PUB GAMESI61281 2 9 9
HYDROEOOL 3 _ 3 5
XEVIDUS 2 . 9 9
ELECTRAGLIDE 9 1
AIRWOLE 4 1 6
HEARTLAND 3 . 3 5
WATERLOO 7 . 9 6
30 VOICE CHESS 7 . 9 5
WARLOCK 4 9 6
SPY V SPY ISL'D CAPER P I S
PHONE FOR ANY AMSTRAD
GAMES NOT LISTED

Ank

1 S A L E  I
QM CABS Special Offers

PREDATOR 6 . 7 5
PLATOON 6 , 7 5
RASTAN
OUTRUN
SIDEARMS
VENOM STRIKES BACK
NORTH STAR
ROLLING THUNDER
FIREFLY
TETI%
SUPER HANG ON
720'
MASK I
MASK II
MAST LINIV THE MOVIE
JACK MPPER
IIDEATHWISH
PAC LAND
STEALTH FIGHTER
AIRBOURNE RANGER
SKATE OR DIE
THE TRAIN
CHUCK Y. ADV Ft SIM
SABREWOLE
JNDERWORLD
ENIGMA FORCE
SUPERMAN
ARC OF YESOD
REDHAWK
ROBIN OF THE WOOD

SALE I
ATARI ST Specials

DUNGEON MASTER
POLICE OLIEST II
ANNULS OF ROME
CLEAR Et SMART
WESTERN GAMES
SKULL DIG GERY
BLACK LAMP
EXTENSOR
LEADER BOARD
MIND WHEEL
GST MACRO ASSBLII
GST C COMPILER
TEST DRIVE
LEATHER NECKS
TNT
. XENON
TERRAMEX
ROAD WARS
UNIVER1 MIL SIM
CARRIER COMMAND
GUNSHIP
OUTRUN
OBLITERATOR
BUBBLE BOBBLE
LEATHERNECKS
TANGLEWOOD
QUANTUM PAINT BOX
PREDATOR
STAR TREK
RAMPAGE

6.75
6.95
6.1
6.95
6.99
6_50
6.95
6,75
6.75
2.99
3.%
335
2.99
2,99
6,96
1050
10,50
7 96
7.1
7.96
50
P1
3
P
50$1
5
O
P

1.99
50P
I.%

1535
15.99
101
9,95

12,95
12 95
6.96
121
11 95
17 95
14.96
1635
13.96
1395
121
11%
1155
1515
/5.96
1E95
121
15.95
1195
1335
12,95
12.95
12.95
12.96
10.50

CASTLE HOUSE
11 NEWCASTLE STREET

BURSLEM

S  STOKE-ON-TRENTTEL: 0782 575043
(10 LINES)

NOW
TAKEN

SALE
C64 CABS Special Offers

PRESIDENT 1 . 9 9
P5I5 TRADING CD 1 , 9 9
TRACKER 4  95
YES PRIME MINISTER 1 9 9
SCARY MONSTERS 2 , 3 9
STAR RAIDERS 0 2 1 3
SHANGHAI 2 , 9 9
TIGERS IN THE SNOW 1 9 9
THING BOUNCES BACK 2
1 9PSI WARRIOR S I P
R'CKEDS RIOTI'DASH II 239
SIDEWIZE 2 3 9
ON THE TILES 1 9 9
RED LE 0 2 . 9 9
CLEVER Er SMART 2 3 9
SPY V SPY ARTIC ANTICS 3 95
BC'S QUEST FOR TYRES 1$11
EIGHT NIGHT I S O
DAMBUSTERS 1 . 5 0
ALLEYCAT 1 . 5 0
CH'SHIP BASEBALL 1 3 9
CIISHIP BASKETBALL 1 9 9
DRUID 1 . 9 9
DRUID II: ENI'MENT 2 . *
KUNG FU MASTER 2 . 3
MYCHESS II 2 . 9 9
LABYRINTH 1  19
L'BOARD TOURNAMENT 199
THE ERG SLEEZE 1 3 9

SALE
1296
121
9 SO
950
950
9.50

9.50
9.50

11,16
9.50
9.50
9.50
9,50
950

NINE PRINCES IN AMBER 3.95
AMAZON 5 9 9
FARENHEIGHT 451
MARBLE MADNESS 1 6 1
MUSIC CON SET 1 5 . 9 6
STAR WARS 1 2 1
5:13:c GRAND PRIX 1 2 . 9 5
BARBARIAN IPSYI 1 5 9 6
BARBARIAN 'PALI 1 0 . 3
BARDS TALE 1 6 . 1
FIRST WORD PLUS 5 4 . 9 6
SCRUPLES 1 2 . 9 5
SCRABBLE 1 2 , 9 5
STRIKE FORCE HARRIER 15.95
OIDS 1 1 1

ATARI ST Specials
LITTLE COMP PEOPLE
BLACK CAULDRON
HOLLYWOOD MANX
CUTTHROATS
MOONMIST
WITNESS
SUSPECT
INFIDEL
ZORK II OR
ULTIMA
BORROWED TIME
ENCHANTER
SORCERER
PLANET FALL
SUSPENDED

ANY GAME NOT RELEASED WILL BE SENT ON DAY OF RELEASE

BEST SERVICE, BEST PRICES
PHONE US NOW. WE WON'T BE BEATEN

P.P. Free on order over E5. Under E5 add 50p Overseas El per game

SALE
CM CASS Special Offers

BIGGLES 9 9 P
DRACULA 1 5 1
COMET GAME 5 0
1 ,BIG TR'1311 LITTLE CHINA 2_99
GAUNTLET 3 1 5
HEARTLAND 1 9 3
ARC OF YES00 1 9 9
LAW OF TRIE WEST 9 9 0
LORDS OF MIDNIGHT 1 . 9 9
CHOLO 2 . 9 9
OINK 1 . 9 8
ELECTION 1 . 9 9
CHALLENGE OF GOBOTS 1.99
NEMESIS THE WARLOCK 1.39
WERNER 1 . 9 9
THE VIKINGS 9 9 p
POLAR PIER 2 . 9 9
MEAN CITY 2 9 9
MAX TORQUE
HARDBALL 1 . 9 9
FOUR SMASH HITS 6 . 9 5
FLUNKY 2 _ 9 9
GERMANY 19E6 3 . 9 5
MEGA APOCALYPSE 2 . 9 8
MINUS - 1 . 5 0
SHAOLINS AD 2 _ 5 0
L'BOARD EXEC 3 9 9
NEMESIS FINAL CrriGE 299
FIFTH OUADRANT 2 , 9 9
SARACEN 1  SO

SALE
SPECTRUM +3 Disks

ACTION FORCE 1 0 . 9 5
ACE II 1 0  95
CALIFORNIA GAMES 9 . 5 0
DELUXE SCRABBLE 1 2 . 3
DRILLER 1 3 . 9 5
EYE 1 0 _ 9 5
FOOTBALL MANAGER 6  95
GAME. SET E/ MATCH 12,96
GAUNTLET 9 , 5 0
GUNSHIP 3 , 5 0
INTERNATIONAL KARATE 6.95
LIVE AMMO 1 0 . 9 5
MAGNIFICENT? 1 2 . 1
THE PAWN 1 1 2 5
RENEGADE I t %
THUNEIERCATS 1 0 , 9 5
WORLDCLASSLBOARD 9.50
TAI PAN 1 0 . 9 5
TOMAHAWK 9 . 5 0
PHANTOM OE OPERA 6 . 9 6
SOIICEROR LORD 1 3 . 9 5
30 GAME MAKER 1 2 _ 9 5
DRACULA 1 1 9 9
THE BOGGIT 1 1 1 5
OUTCAST 1 2 . 9 6
BALL BREAKER 1 2 , 9 6
PLATOON 9 , 5 0
JINXTER 1 2  35
PREDATOR 1 0 . 1 6



The phenomenal growth in demand
for Atari computers means a much
bigger home for the BIG show

Name
0  I  enclose a cheque made payable to

Database Exhibitions

o  Pledse debit my
AccessAbsa card no

Address

Posrcode SignedFxpity date

n -  Friday

i
' 
2
2

April
I Oarn•opm

Saturday23
April

I Oant•opm

Sunday24
April

I Oamitprti

THREE action-packed
days for Atari owners!
The spectacular Al exandra Palace
represents a n e w  showcase for the
fastest-growing range of computers
on t h e  m arket.

From the exci ting games console to
the ever-popul ar 8-bi t Atar i  and the
sensational M ega ST, they'l l  al l  be
there a t  the Atar i  User Show!

Some of the very latest software
wi l l  be on show for the fi rst time.

Alexandra Palace
Wood
Green

London
N22

Organged by
Database

Exhint,OnS

An d  that means you can enj oy unique
hands-on experience of programs
everyone wi l l  soon be talking about.

You'll fi nd some of the best prices
around for blank discs, disc boxes and
other  accessories, l earn about the m any
opportuni ties to  expand your computer
system, get helpful  advice from some of
Britain's leading experts,  and so much
more!

H o w  to get  there
It s so easy to get to the show -
by car, rail, under gr ound or  bus,
Alexandra Palace has Its ow n
British flail station, whisking
visitors to and from king s Cross
In Just nine minutes. And the r e '
a free bus service shuttl ing
between station and show every
10 minutes. i f y our .  travell ing
by road the show is only IS
minutes away from Junction 25
on the M25 -  and all car parking
It tree.

Cut the  queues a nd
save El pe r  head —
with this  advance
ticket order

Please supply

Aduft rickets at t2 'save E I)
(Order (u r  adult Parrs, ger the hfth FREE#

0  Under-16s rickets at LI save E
10fder four under-las tOrVIS. get the fifth FREEII

1111 I I  I  I  I  I I  1 1 1 1 1 1
1 1
1

Admission at door :
E3 (adults',
E2 'under  164

Total E -

Advance ticket orders
must be received by
Wednesday, Apr i l  13.

The West Hall
Alexandra Palace, Alexandra Park
Wood Green, London N22
April  2244,  1988
Post to: Atar i  User Show Tickets,
Europa Nouse, Adl i ngton
Adl ington,  Macclesfield SKI °  SNP.

PHONE ORDERS: Ring Show Hotl ine: 0625 829920
PRESTEL ORDERS: KEY •89,  THEN 614568383
MICROLINK ORDERS: MAILBOX 72:IMAG001
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P. MACHINE: COMMODORE 64.
11.. SUPPLIER: FIREBIRD.
4. PRICE: E l l &
o• VERSION TESTED:

• COMMODORE 64.
REvtEVVER: MATT BIELBY.

to can justifiably claim to be
the definitive scrolling shoot 'em
up. In the all time hall of scrolling
shoot 'em up fame you have to
class it in the Sanrion, Delta and
Zynapse class.
, Ma y be  in playability terms it is
just about on the same level as
Zynapse, but graphically /0 is
way ahead of all three of these.

Firebird has sensibly
dispensed with plot and scenario
-  / o is about blasting the
wondrous aliens that come at
you.

As with most games of this
type you have to build the
firepower of your ship to have
any hope of surviving.

You do this by shooting
certain glowing orbs that are
dotted around the game at
intervals. When they absorb a
set amount of missile fire they
turn into duplicate ships that you
fly into. This will add first one,
then two, and finally three extra
bullets -  increasing your rate of
shot rather than adding extra
weapons to the ship.

When you have built the ship
up to maximum fire power you
can still get two more orbs to add
protective orbs. These
effectively add extra lives. If you of best shoot 'env-ups we've 5een for C64,

•  Let those aliens have it!
die then you lose one of your
orbs -  not the ship
itself.Collecting these orbs is
therefore as important as
clearing the path of aliens. The
orbs also add two extra guns -
which you will need when you
confront the final alien at the end
of each level.

There are four levels in lo -
which doesn't sound like an
awful lot but believe me once
you have struggled with the
joystick for hours before getting
anywhere like near the end of the
first level, you will know that
there is enough here to keep you
blasting for a very long while. if
anything, the game might have
benefited from being slightly less

Level One is set in a futuristic
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1 1 . 1 b i t oA If you like blost'ems, don't miss this one.

city-scape -  with rnonralls at
the top and bottom of the
screen. Along these rails move
blue metalic aliens which spit flak
at you. There is a huge worm
that twists and spins its
segmented body all over the
screen -  making for a
formidable opponent- Two
sputnik aliens shoot past you,
spraying a trail of spheres at you
as the 64 emits a splendid
whooshing sound.

The second level is set against
a weird, alien-like forrest, with
tulip like plants spitting flak at
you. A huge skull is the horrible
monster that confronts you at
the end of this level. If you are
skilled enough to waste him, you
will see the red rocky

background of level three. More
weird and wonderful aliens here
-  including a giant laser that has
to be blasted section by section
before it will let you pass to the
final level.

The fourth and final level is a
slimy mesh of blue fibrous-like
material. This is the most
F t
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and owes an obvious debt to the
mega-successful kern coin-op.

/o is the work of two well
icnown Compunet art page
supremo's -  Bob Stevenson
3nd Douglas Hare.

If you like shoot 'em ups, you
will not want to be without io -
it is one of the best.
Pr- GRAPHICS
11.SOUND
P.VALUE
P• PLAYA Bl ur t
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00 MACHINE: S P E CTRUM/ UM 64.
P. SUPPLIER: DESTINY.
P. PRICE: E6.95
0. VERSION TESTED: SPECTRUM
10 REVIEWER: PAUL

From the land of mountains, ice
and snow comes a legend that
has intrigued people for ages,
stories of a huge hairy beast, a
giant mysterious creature whose
existence has never been
conclusively proved or denied.
It's the Abominable Snowman or
Yeti.

And so enters Destiny, a new
name on the software scene, and
programmer Christian Urquhart ,
and old industry stalwart, wit h a
quest to discover this mythical
creature.

Armed with a rifle and
grenades -  those twin tools of
scientific exploration -  you set
out  to hunt and capture the Yeti.

Every now and then you get  a
tantalising glimpse of the Yeti
but  he o r  she -  scampers off
before you can do anything
about it. It is not until the fourth
level of the game that you can
actual confront  the elusive
creature.

Unt il then you must  trek
through snow, blizzards and into
forbidden territory where
Outsiders are made to feel
decidedly unwelcome. Leading
the unwelcoming commit tee are
sullen Buddhas which protect
the pathways, fl inging
death-dealing lightning bolts.
Then there are the mad monks
who rush straight at you. These
must be blasted until they
change colour before they die.

Also watch out for spikes.
Don't  worry  if you don't  get the
point  of them. You soon will
There are also crevasses, hidden
beneath the surface, wait ing for
a real fall guy.

The explorer starts out with 50
rounds of ammunit ion and 10
grenades, three lives and a body
temperature which must not fall
too low.

Along the way, he can
replenish his ammunit ion and
grenades. There is also a
mystical fluid to be found which
will restore body temperature.

A Because the Buddha

And one of the most useful items
to find is the ski-bike. This can
really speed up your progress
through this frozen landscape.

Shields are also useful while
they last. They protect against a
lot of nasties, other than craggy
rocks and lightning bolts.

Yeti, together with Teladon,
are the first two releases from

A and his lightning bolts

Destiny. Yet ils  a very competent
game, nicely programmed and
very playable, even if it doesn't
set the imaginat ion really alight.
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Power at Sea is a one player
game of sea warfare based on
the American fleet at the batt le
of Leyte Gulf  in 1944. The
American task was to capture
island strongpoints by
amphibious landing against
opposing Japanese sea and air
forces, including for the first time
the Kamikaze suicide attacks.

Anyone expecting a serious
strategy game will be
disappointed. Power at Sea
bears only the most fanciful
relation to the real events of
Leyte Gulf. But  if you like good
graphics, good sound and an
undemanding shoot-em-up,
then this will be one of the best
games for you! The playet
commands f rom the bridge of an
American battleship, wit h an
aircraft carrier and cargo
freighter in support. Four
Japanese bases must be
weakened by bombarding them
from the sea, knocking out
strongpoints before sending in
the marines to capture them. At
any time you may have to man
the guns against Japanese air
attacks, or fly off an airstrike
against interfering Japanese
destroyers.

Picking and destroying targets
in this game is not particularly
taxing, nor is it very fast, but  you
do have to be accurate. The real
joy of the game are the graphics
screens of the battleship bridge,
the Japanese bases and
destroyers, and your own gun
positions. This  is the sort of fame
that even quite young players
will enjoy, and only a killjoy
would complain about its lack of
realism.

9
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Knight Games 21s the first in a
series of sequels that continues
where the original Knight Games
left off_ But this time the games
are being held 2,000 years later.
Under the new title Space
Trilogy Knight Games has been
given a new and different
concept S p a c e  Combat
Gaming_

This really entails completing
set ol three distinctly separate
combat games, each with a
rather exhilarating purpose
to win and move on. This may
sound all that easy and simple to
you, but believe me i t  isn't.

All the games are loaded into
the computer separately. But
before this can be done, an
Access Bypass code must Ix.
given. This is achieved by filling
your main energy meter to a
maximum by transferring any
remaining reserves which maybe
left over at the end of each stage
of each game. There is
approximately three different

A Hi dde n Perils?

KNIGEff GINMES II
screened stages 111 each of the
three games, giving a total of
nine separate screens. Once the
code has been accessed „  y o u
may proceed.

You are in control of a small
robot named 'Robby' (now
where have I heard that name
before). Using Robby y o u  are
instructed to do battle against a
number of hostile aliens_
Equipped with only a Photon
Laser, your aim is to complete MI
three games for challenges) in
such a way t h a t  when
reaching the final tournament,
you have succeeded in
becoming the winner. And
therefore, look forward to the

1 STRCHGTH

release of the future Knight
Game games.

Now onto the basic
description of each game.

In this first instalment of
Space Gaming, Robby the
Robot must pick up and collect
stranded (Goodie) aliens and
Robo-Knights off the surface of
a hostile alien inhabited planet,
and take them back to his
launchpacl. To retrieve each alien
or Robo-Knight. just hover just
above it, while all the lime
keeping in constant Sprite to
Sprite contact, and after four
tiny bleep noises have sounded
the character in question should
disappear. Once your guest has

been deposited back to the
launchpad y o u  must locate
and find the next one a n d
quick!

Game two involves you _
and a whole host of enemy alien
attackers battling it out in orbit
around the planet as seen in
game on_ To help you to become
aware of any incoming enemy
craft, there is a forward and
rearview scanner, Using the
scanner is essential t h a t  is
if you want to survive and
complete the game. You are also
supplied with a small quantity of
Smart bombs which then
triggered, destroys everything
On screen.

The third and final tournament
is a teat in itself as all the games
are increasingly difficult.

Here ,  y ou  play three events
in succession. Your aim is to:
.let eat your opponent (this can
he either the computer o r
player twol and achieve the
h i
g
h
e
s t  
s
c
o
r
e
.

The three events in question
are J e t  Jousting, Light
Sabres and last of all. P h o t o n
Chains.

All the events are very
demanding to ones patience
and need to be practiced a
couple of times before actually
pledging any devotion to them.
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Your mission is dear -  can you succeed?

—
&Take hold of the controls and o  •et the bad Mad Leader.

A In i n v o l v e s  reaching for nerve gas as well as flying
helicopters,

". MACHINE: C64/128. APPLE II,
IBM AND COMPATIBLES
▪ SUPPLIER_ MINOSCAPE •

PRICE C64 OISC If14-961.
O. VERSION TESTED: C64.
0. REVIEWER: IAN MACHIN.

Infiltrator II is the continuing
story of the diabolical Mad
Leader who is hell-bent on world
domination.

Our hero, Johnny
"Jimbo-Baby" McGibbrts has
been assigned a mission of great
importance -  to destroy him

Here's a short run-down on
this most critical mission

As Johnny, it is your task to fly
a helicopter behind enemy lines
to a specified destination,
successfully complete a ground
assignment within the Mad
Leader's installations, and fly On

back to Home Base. This has to
be done three times, although all
specific destinations and goals
are different to that described
above.

Mission one has you searching
the Mad Leader's installation for
chemical labs in which vats of
deadly nerve gas is being
formulated. Here, you must fly in
and neutralize these vats before
it's distributed around the world.

The flight sequence in this
mission only is optional. You are
able to skip it by making the
appropriate selection on the
mission menu that appears after
the title screen.

This selection will not appear
on the mission menu of the other
two missions.

Within this and the other
missions, you are equipped with
a selection of apparatus which is
essential to your missions and
must be used with great caution
and accuracy. You will also find
extra equipment as you travel
through the complexes such as
Gas Grenades, Alarm Keycards
and Security card passes with
which you get into the
unauthorized areas where your
main objectives are located,
behind locked doors.

The second mission is
somewhat harder and you'll
need to make use of a couple of
your special items to resolve this
problem.

What you must do is this –
discover all the Mad Leader's
missile rooms and deactivate
them. Also locate and cause a
meltdown of the Mad Leader's
nuclear reactor. As if this should
pose a problem.

When you have found your
objectives, you are instructed to
present a four•digit disable code
number. All this sounds so easy
but you must permanently
type in guessed numbers into
the missile decoder, and ho'pe
each time that you have made

1

the right guess. The Reactor is
much simpler to destroy.

Mission three sounds easy but
it turns Out to be quite the
opposite. Here, your objective is
to seek out and find the Mad
Leader himself, install a small
brain implant in his noodle
(pretty talented guy this
Johnnyl) and return for the third
and final time to Home Base. To
find the right Mr Mad Leader you
must use your Brain scanning
device to determine who's who.

All these characters will be
sitting down in a chair and will
therefore be easy to spot.

When in the flight sequence,
flying your helicopter is no easy
task. You must keep a close eye
on not only your instruments but
also on any enemy and allied
aircraft,

Air traffic can be rather dense
at times and if you are spotted,
they will request some ID. As
soon as you have taken-off, you
must program the on-board
computer with the destination
co-ordinates' otherwise you shall
be flying blind and aimlessly.

In all of your ground missions,
it is essential for you to find and
use, correctly, an assortment of
security and alarm key cards.

The thing that strikes you first
when you load up the game is its
similarity to the original
Infiltrator.

There is no difference at all
between the two except, that is.
Infiltrator Ii has greater
playability and a lot more screens
to play around in.

Although Infiltrator II is
extremely hard and you can very
easily get rather fed up with it.

Infiltrator ll has, more or less,
no draw-backs at all, and is still
worth playing
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THE DUCT
Zoom your way through.
network ot tunnels In your
buggy avoiding the myriad of
hazards that race to meet you.
beware the Aliens and barriers
that move around the
circumference of the DUCT.

IHE FINAL MATRIX
Brave Nimrod, sent on a
dangerous and apparently
endless mission to rescue
other Biopt oils imprisoned on
the sinister Matrix prison
network.

A colossal
compilation of original
gameplays and unique

challenges brought together in
one classic collection of action,

intrigue, humour

AUF WIEDERSEHEN MONTY
Lying low in Gibrakair. poor
persecuted Mont) Mote's
whereabouts have been
leaked to 'Intermole , who are
in hot pursuit.

THING BOUNCES BACK
A quick hand and dogged
determination are needed If
you're to get anywhere with
Thing. as Gremlin's springiest
Star bounces back in a new
adventure.

BASIL THE GREAT MOUSE
DETECTIVE
Will your powers of deduction
be enough to enable Basil to
rescue Dr Dawson from the
villainous clutches of
Professor Ratigan?

FOR ONLY 1,9.99(E14.99 DisK)YOU CAN FIND OUT
MASK
Join with the forces of MASK,
skilfully commanded by Matt
Trakker and combat the
villainous VENOM in their
quest for domination of the
world.

DEATH WISH 3
Modem day vigilante Paul
Kersey wreaks his own loon of
revenge on the scum and filth
that terrorise the streets of
New York.

CONVOY RAIDER
The free world is in peril, the
future of the country lies in
your hands, frighteningly
powerful weapons are at your
disposal and important
decisions must be made.

and entertainment.
More fun.., more excitement
than even the most dedicated
gameplayer can handle at
any one time.

JACK THE NIPPER IN
COCONUT CAPERS
Banished to Australia_ our
favourite little horror Jumps
plane to land in deepest.
darkest jungieland. What
havoc he goes on to create is
limited only by your
Imagination
.

SAMURAI U N D O
Id an age in raihkhhonour was
revestd,,a eismsorwanion
themselves aped to dedicate
their lives to a perfection In
combat sod dbclIne of mind
that became a religion.

Screen shots from various formats.

BULLDOG
Blast your way through infinite
levels of high speed space
action, penetrating your
enemies outer defence system
to reach and destroy the
POLON mothership.

RETIOUNDER
Armed to the teeth. chafing,
the might of the meddling
overlord, to return to a happy
.go • lucky Fife as a
B-11.,Boutider.
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This is an adventure game for
one player, set in World War
Two and based loosely on an old
r  The graphics of the Train ore good, the game play is not!
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4th Er Inches is one of the better
American football simulators
now on the market, but  you need
to know the rules of the real
game very well before you start
playing.

This is a one or t wo player
game in which joystick options
let you select a play f rom a
selection of five, then an
intended receiver or blitzer, and

0  finally a player to control.  You
can see your Opponents
options, but  not which one has
been selected,

•

The graphics representing the
players and field are good. The
only drawback is that you can't

0  look downfi eld to see if a receiver

is clear -  and you have to throw
to your intended receiver
(although boot legging is

0  possible) so quite often a pass is
wasted.

Fortunately the computer,
otherwise a tough opponent,
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guaranteed to work against it on
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possible -  except  on an onside
kick — and nor are false starts or
delay of game, since the 30

0  second clock simply stops if you

try it.

fi lm on the same name. As  a
member of the French
Resistance you must capture a
train loaded with precious works
of art f rom the Germans, and
drive it through the night along
the railway network into Allied
hands lactually f rom Metz to

• m m o i l o w

4114 INCRES

Verdun, which is about as close
to Normandy as Leeds is to
London).

You must  stop at all bridges
and destroy the gunboats
guarding them before they
destroy you. You can simply run
through a station, but  if you stop
to take it you can contact the
local resistance, who might
change the points or capture
another station ahead for you.
Occasionally you get attacked by
German aircraft. You are scored
on the amount of undamaged art
you bring out.

The heart of  this game is a
graphics screen of the engine
cab, with joystick selection of
controls. This  works well, and
learning to control the train's
speed and performance is very
enjoyable.

The rest of the game is less
impressive. Capturing bridges or
stations is far too easy, needing
only "hosepipe" fi ring f rom your
trusty machine gun. Also, the
game seems to have been put
out too early, since some of the
routines just don't  work.
Information or assistance from
the Resistance, for example, can
be faulty. This is not just part of
the game. since the computer
blames you for failing to pay
attention to the correct

dth & Inches is a complex simulation, For hard-core fans only,

information which you haven't
been given' Since the switching
system also doesn't work, and
you have to follow the same
track each time, the game gets
monotonous very quickly.

Without  the complexity of a
real adventure or the sublety of a
proper wargame, The Train is an
average sort of game. It helps if
you like old trains.
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allowed for but not others_ You s t a t i s t i c s ,  so it is sometimes hard k n o w  the game well, didn't  I?
can have screen passes and fake t o  see if your strategy is working. B u t  if you like the real game.

Interception is possible, but fi e l d  goals, but  not a reverse W i t h i n  those limits 4th Et Inches y o u ' l l  love this version.
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Delivery of the 4  pyramids is easy but activating them before you hand
different Story!
In this arcade adventure, guide your robotic spheroid around 128 screens of
convoluted landscape, avoiding the many hidden dangerous obstacles and
power points in the pyramids.

A DIVISION OF GRANDSLAM ENTERTAINMENTS LTD.
12-18 PAUL STREET, LONDON. EC2A 4,1S.
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A The Troll ex

fIN

fares the u si e down world.

Bad Dream -  start of frightmare.
it. MACHINES: SPECTRUM/
CBM 64/AMSTRAD/ IBM.
D.- SUPPLIER: CASCADE.
I. PRICE: E9.96/E14 95.
ISPECTRUM/AMSTRAD/
CBM 6 4 0 .
1
E 1 9 . 9 5 1
.

IP. VERSION TESTED • CBM 54
P. REVIEWER: PAUL BOUGHTON_

They're ghosts in the machine, a
malevolent maelstrom of
menacing spirits and ghouls. The
creatures of the night are
running rampant. And like a bad
dream there's no escape, only
the hope that you'll wake up and
survive. But don't count on it.

P. MACHINE: CBM 64,
P. SUPPLIER: OUTLAW.
11. PRICE: f9.954cassI/E12.99
P. REVIEWER: PAUL BOUGHTON.

There are very few times when
you come across a game which
fails to fit at least partially into
the well-established categories
of computer games. But such a
game is Troll, the second release
from Palace offshoot, Outlaw,

highly-acclaimed Shoot 'Em Up
Construction Kit.

It has elements of arcade
adventure, strategy, a maze
game and collecting items. And
yet none of these is the dominant
feature. They all mesh together
to produce something unique.

The Troll of the game title is
Humgruffin who has stumbled
into the netherworld of Narc, a

populated by malevolent
goblins. He can only return to his
own world by finding the crystal
key in each level and returning it
to its place in the magic amulet.

The screen has two playing
areas, top and bottom. They are
almost but not quite mirror
images of each other. Gruff can
move between them by finding
what appear to be pointed
pyramids which catapult him
back and forth. He needs to do
this because the hidden crystals
can be hidden anywhere.

the people who produced the

Welcome to Cask..idu •,3
Frightrnere, the only game that
invites you to say a prayer before
playing: "Now I lay me down to
sleep. I pray the Lord my soul to
keep. If I should die before I
wake, I pray the Lord my soul to
take."

Up until now Cascade has built
its reputation -  and probably
fortune -  on Ace land II, the
excellent flight simulations.
Their other releases have failed
to match this standard. But now
comes Frightmare, a tasty little
game, with quality touches,

land of crystal caverns and

A Troll is now carrying blue holes.

No'.  this becomes mor
,

A Bad Vision -  which weapon to dIS0.
superbly creepy music and
wonderful graphics touches.

Okay, it's basically a platform
and ladders game, a format used
on computer games for what
seems eons. But this game
proves there's still a bit or
originality and style to be
squeezed Out

There are basically two
objectives to Frightmere. Firstly
to wake up. You do this by
moving the time, displayed on
the screen, from midnight to
8.12 am. Each "dream" you
manage to visit will advance the

time by six minutes .:)eL.Q1:L.iy
you have to raise your "dream
state" from the lowly Bad Dream
up to Nefarious Nightmare.

These dream states are shown
by two words -  an adjective and
noun. For instance, Cruel
Illusion. There are 15 adjectives,
beginning from the rather mild
and innocent Bad to the
frightening Nefarious, Scoring
points changes the colour of the
letters in the adjective and noun.
When all the letters have
changed colour, the adjective
changes. When all 15 adjectives



complicated to explain. As Gruff
moves around the playing areas
he encounters the goblins.
These do not kill him but they do
build walls  which can restrict his
movements. Indeed it is very
easy to become trapped.

And now we come to the
subject of holes. Gruf f  can move
from level to level by producing a
hole f rom his pocket, t hrowing it
on the ground and jumping
through it.

But not all holes are friendly
holes. Some will cause death
The type of  hole which is

A The  skull denotes danger and death.

have been used, i t s  then on to
the next dream state.

The game is packed with
creatures, ghouls, spirits.
zombies, werewolves and the
like. There are also, as you would
expects weapons and useful
items to collect.

Other "surprises" include an
embalmed Egyptian Pharoah set
on killing all that lies between
him and the experience of death
that has so far eluded him;
Wolf -Men who have been
condemned to eternity; Swamp
Monsters that are seeking their
next meal; Transylvanian family
who have evaded death and rise
from the earth as Zombies.

includ

available is dictated by the t rue
machine style wheel at the
left•hand side of the screen.

Occasionally toadstools
sprout f rom the playing surface.
If Gruff can jump up and down
on this it will summon Fjalar the
dwarf,  He climbs down a rope
onto the wheel and moves it
round a little. That  means the
type of hole is constantly
changing. Confused? Of course
you are. And just to add to that
confusion it 's t ime to ment ion
the roving death hole. This
moves around the screen
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Holy Water that will exterminate
skulls, Medusa. Bats and a
watch that slows down all
monsters. This  can only be used
once, so choose the moment
carefully. There is also a Crucifix
that enables you to freeze
Zombies, Serpents, Willo'  The
Wisps and a Revolver and bullets
which are collected separately.
Up to 20 bullets can be held at
one t ime which can be used to
kill numerous monsters but some

C-RIG
Weapons available e :R I P

providing a mobile trap for Gruff
Sometimes it's hard to see
because it may be hidden behind
the wall built  by the goblins.
Indeed that is often the case for
the many objects to be found.

Troll is certainly a brave try at
different sort of game. I 'm not
sure if it's not a little too clever
and playability may have been
sacrificed. This is definitely a
game you should try and play
before buying.
0. GRAPHICS
11.• SOUND
P. VALUE

PLAYABILITY

fIN

A The goblins build the walls higher.
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A Bad Dream -  the gun is the first weapon to &Hi

will only die after several hits;
Silver Revolver and Bullets -
there's only one of these and it
can be used to kill addit ional
monsters such as Zombies and
Werewolves.

The collected weapons are
displayed at the bot tom of the
screen. You can select individual
weapons with the joystick.
Whatever weapon is in the right
hand posit ion will be the one
used

Other things to be found
around the game are wings,
which increase the size of your
jumps, rings for extra lives -  up
to five may be carried at one time
-  , chalice, to increase dream
state rating, and transporter,

whic  allows you to move from
screen to screen.

Special ment ion must be
made of the music by The
Judges, a Dutch band. It's
excellent. Just right to send
chills up your spin.

Oh, by the way, make sure you
get May's CI - VG for our special
Frightmare Freebie giveaway.

Frightmare is definitely a step
in the right direction for
Cascade. But  remember, sweet
dreams are not made Out of
this .  .
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Major Wild Bill Stealey, Microprom
founder and President,
ex-USAF Fighter Pilot Ace,
Strategic adviser to the U.S. Military at
the Pentagon, says:

.  Calr y m g
:
5 0 4 4 1 i  
O f  
1 . c  
$ L 1
c . e
;

INSIDE EVERY C64 GUNSHIP BOX!
.Every C64 Gunship box (disk and cassette) bearing a
"Learn To Fly with 'Wild' Bill" sticker contains a special
flying lesson, recorded by Major "Wild" Bill Stealey
onto audio cassette.This easy to follow play-as-you-
listen flying lesson enables trainee C64 Gunship
Simulation Pilots to acquire basic helicopter flight
navigation and combat skills in double-quick time.
over just one of  the many realistic scenarios
contained in C64 Gunship.

APACHE 11

WITH MAJOR "WILD" BILL STEAL
'I'm gonna teach you how to fly like a real Ali-61i Apache
Gunship Pilot! And, because everyone's a winner with Major
Bill, there's a prize for you with your flying lesson - you could
even come flying with me in my own lighter-trainer airplane,
Ms Microprose - In Ameni

dth

4t

And, as if that wan't enough, there's a prize for every
"Graduate" of Major Bills Flying Academy! On each
tape Major Bill awards a gift, which, for one lucky
winner, is a  free trip to MicroProse Software's
American Headquarters, for  a  flight i n  Ms.
MicroProse. Major Bills F28 Trojan Fighter•Trainer
aircraft - with Major Bill at the joystick!
For more Information Please write to the address

below,

iktk A  tree trip to Micro Prose Software's
American Headquarters, for a flight In

ktiNk' M s -  Micro Prose, Major Bill's F28Trojan Fighter-Trainer aircraft -with
Major Bill at the joystick!

111111.billik
A M I N  milLAIE 111rm m o w n
IMF 1 1 1 1 1 = 6 • • • • • •  VOL M t p • N

UM N E W  y o 1
1 1
1 1 1 . 1 1 r

S I M U L A T I O N  1 S O F  T W A  n

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Thr: 43422 MPS/LIKG.



GUADALCANAL

rai. GRAPHICS 7
I .  REALISM 7

PLAYABILITY 7
VALUE 88

1). MACHINE: CBM 54 SPECTRUM
AMSTRAD CPC.

SUPPLIER: ACTIVISION
N. PRICE: £9.99 ([1499) DISK.
▪ VERSION TESTED. CBM
O.• REVIEWER: SIEVE BADSEY.

For the United States in World
Ward Two capturing an island
from the Japanese was not
simply a case of landing troops
and lett ing them fight. They had
to be supplied, reinforced, kept

free f rom disease, and given air
cover. All this depended on
keeping a sea route to the island
open. Winning at Guadalcanal,
captured between August  1942
and January 1943, was a matter
of balancing land, air and sea
forces_

Guadalcanal provides exactly
this challenge in a one-player
game, with the player taking
either side against the computer,

Guadalcanal would have improved with a two player option_

1 1 . 1 1 1 1 1 1 .
1 . 1 "
1 1 1 1 1 1 . 1 1
1 1 1

til I Q - -1 !HI I .  x1
, inrio

!K
2

moving between a main map to
direct ships and aircraft and a
battle map of Guadalcanal.

The game is icon-driven and
works in continuous t ime
(roughly one second equals one
game minute) which can be
speeded up to cope with the
months that the campaign
lasted.

At  the start the Americans are
in no condit ion to attack. They
must protect their sea convoy
with battleships and aircraft
carriers, building up troops and
supplies on the island. I I  you
leave behind the ammunit ion
and the medicine your troops will
be over•run or die of disease.

Meanwhile the Japanese, who
had more battleships and carriers
in the area, are trying to do the

✓ The game is icon-driven.

same thing, scouting to find the
Americans. If either side loses It
supply ships to enemy action it
has lost the battle.

Trying to cover every aspect of
a campaign –  inc luding even
code breaking –  like this is
ambitious. One main drawback
is that you can only give
directional movement  orders.
While you are watching the land
fighting your carriers may have
run into an island.

The game can be paused, but
the continuous times doesn't
allow a lot of planning or thinkinq
before you react.

Guadalcanal is a good and
interesting wargame. that would
have been even better with a two
player option.

• • • - • • •  1 1 1
, POWER STRUGGIE

b. MACHINE: CBM 64
le• SUPPLIER: PSS

PRICE. 14.99 (CASS)f9.99 (DISK)
m- REVIEWER: STEVE BAOSEY,

The real world of international
politics and wars is so complex
that it is almost impossible to
represent on a computer.  Very
sensibly, the designers of Power
Struggle have not tried. Instead,
they have produced a very
simple, very enjoyable game for
one or two players in which you
are invited to take over the
world.

The game screen is a world
map divided both into regions
and smaller countries, each with
its own military and industrial
strength and polit ical influence.
The players control as a block
either the "Wes t " or the "East".
trying to influence neutral
countries to join their side. This
influence can include neutral
countries to join their side. This
influence can include direct
military action, or the transfer of
military industrial power f rom a

A

strong country to a weak one.
Some neutral countries start

with a leaning towards one side
or the other and are easy to win
over. Once a country has been
won over it cannot change to the
other side except by being
defeated in war and occupied. In
the standard game the division of
countries into West, East and
neutral reflects the real world,
but the players can also select a
completely random opening.
The game takes several hours to
play through, and only ends
when the map is completely
green (West  controls every
country) or red (East has
control).

The problem is they have to do
so together at the same tome,
which sometimes degenerates
into an exercise in joystick
manipulat ion as players try to
double-bluff  on their orders.
There is no hidden movement
from the computer, which as an
opponent unashamedly plans its
moves according to what  the

nnm A n —

player is doing, result ing too
often in stalemate.

This is not a realistic game, nor
one to be taken too seriously.
But it is very playable, and

especially good value.
IP GRAPHICS
e• REALISM
m• PLAYABILITY

VALUE

✓ Do you fancy trying your hand at International politics?
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a Th e  graphic detail in the game is impressive

•

o• MACHINES A MS TRA D CPC
RANGE. ATARI ST
▪ SUPPLIER INFOGRAMES

VERSION TESTED: AMSTRAD
DISK
▪ PRICE • f9.95 ICassl. £1495 (Disk)
O- REVIEWER: DAVID BISHOP

Crafton and Kook was one of the
first isometric games released for
the Amstrad, back in the murky
past of 1985. It was notable for
its colourful rooms, crammed full
of objects that could be pushed
around, walked, and even
bounced on -  in  the case of
beds.

At the time, such graphical
treats were fresh and new. Now
however, budget  priced
isometrics with movable objects
and the like are two a-penny, so
what 's Cret an l igot  that
justifies its f  10 (E15 for disk)
price tag, and is it worth the
dosh?

The game is set on Kef, a
planet inhabited by two races;
the Stiffiens are an able and
methodical race while the
Swapis are a disorderly rabble
whose favourite pastime is
bartering with each other.

Recently a new religious sect,
made up entirely of Stiffiens, has
taken to holding secret meetings
in a mysterious complex of
catacombs and grottos, far
beneath one of the planet's
highest mountains, No 'outsider'
has ever found the entrance to
the catacombes, let alone

I V  s u c c e e d e d  in unravelling the
secrets that lie beyond.

You have been summoned to
the planet by the Swapis who
want  to know what  makes t h
,
s

catacombes. Only then can the
second part  of the game begin.

The map in Crat on His big,
taking in houses, cottages, and
even a temple frequented by
hoards on monks. All these
locations are linked together by
numerous outdoor scenes with
everything f rom hedges and
walls to trees that drop oranges
on your head if  you bump into
them,

The attention to detail, both
inside and out, is impressive;
almost anything you care to
move can be pushed or pulled.
Objects can be used, traded, and
even thrown. in addit ion to the
standard pick up and drop.

In fact, is anything, the game
is too cluttered with objects,
making it a daunting task
work ing out what  is useful and
what  is pure decoration,
Because of this, you find
yourself spending too much t ime
experimenting with objects,

strange religious sect tick. But,
in order to gain their confidence,
the Swapis will ask you to
perform various tasks. Once they
think you're a regular guy, they'll
show you the entrance to the
when what  you really want  to be
doing is sinking your teeth into a
few meaty problems and
puzzles.

a

•'•AcW,
A Crof t on II ha 5 more atmosphere than most arcade adventures.

Not that Crat on / /doesn't
have more than its fair share of
problems, because it has more
than most, giving it far more of
an adventure flavour than many
other so-called arcade
adventures.

So, if  you like your isometrics
crammed full of opened tins,
mouse traps, gif t -wrapped

parcels, and fleas neszs, and all
manner of weird and wonderful
creatures tall beautifully
designed and animated} then
Cratton could be for you.
personally I 'll stick to Head Over
Heals
lo GRAPHICS

SOUND
o- VALUE

PIAVABILITY
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Are you having difficulty finding suitable software•If so, then
look no further. We have available for both h ire and pur-
chase one of the largest selections of both UK and American
titles t o  choose f rom.  Games and Utilit ies fo r a ll ages.
Hardware and add-on utilities at discount prices and special
deals regular ly be i ng offer ed.  I f  you w oul d l ike fur ther
information please send a large s.a.e. t o : -

CHARNWOOD PRODUCTS AND GAMES
30A Warwick Avenue, Cluorn, LoughboroughLeicestershire 1112 8HD

Tel: 0509  412604
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MIDLAND GAMES LIBRARY. M e  12.69•194 r. b4forar and seat A tar, C f .
b a ,  t h e  m o a l  e l .APPROX 900 ST TITLES

NOW IN STOCK
Games. Business. Era-moron and krlaktim.
M IDLA ND GAMES LIBRARY
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software library
FOR SALE, HUGE STOCK CLEARANCE OF A TA Rt X L/ XE CASSETTES, 14endrwle to clear.
III Nicene's, please Write t o '  k g end prices 250 XL caseerrtes for  sale long-metal E150 the lot
XL: XE discs 1 r e
-
i c i n g s !  
3 3 0 V
i l l a  
-  
t h
e  
l o
t '

Often purchasing poptitsr  provama m ulter aes  of free or Pa to Owe odour marshal's a fan
chance Always aricklg nor ° ,  ayetely *Sinew progr EIMS monthly.
F.ASeY verY sAtshed members. I3,19/1I ILS JOE away as ketend. S900914311, West G,srmany. Holland.Denmark and Eire
A fast effi cient and frienelty service operating •  computeriaed custom 13.9II 3
-
9 1 t 9 E 9  t o  I t e m  n e c k  
o f

ell you.' records requests are a1l0fIded to immediately, virtually assuring you a 24 hour return of
50EIIICa• regular neweletters end program updates ohm othor inter-club s r
-
P i e t i e s

SENO LARGE S A-E

MI DLAND GAMES LIBRARY
48 READWAY, BISHOPS CLEEVE, CHELTENHAM,  GLOS.

Tel: 0242-87-4980 9.30-4.30
All ow programs are originals with full documentation
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The reactor wants to live, its automatic defense
mechanisms may not o n l y  you are the

difference between continuing calm or almightydestruction.

From the creator
Helicopter Flight

Norman, comes anot
your powers of rea

Finding yourself within the central computer of
a nuclear power plant, things suddenly start

going wrong and if you fail to act quickly and
ta ke the right 'precautions then danger will turn
to crisis and the safety of millions of people and

thousands of square miles is jeopardised.
A drama and challenge of chilling realism and

awesome consequences.

su u p e r  Huey
lato series,  Paul

amazing challenge to
and reactive skills.

C BM 64/128 - - - - -
E9.99 CASSETTE

El 1.99 DISK c o s m i
U.S. Gold Ltd., Units 2 /3  Holford Way, Holford,

Birmingham B6 7AX. Tel: 021 356 3388
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ATARI ST/AMIGA
IP. SUPPLIER: US GOLD

PRICE: CBM 1019/T11491,
SPECTRUM IE8.991. AMSTRAD
IE9.99/E14.991, ST Il19.991• AMIGA
CE24.99)
P. VERSION TESTED: AMSTRAD
B. REVIEWER: MATT BIELIre

Deep, deep beneath a deserted
warehouse an evil criminal
mastermind holds a group of
unfortunates hostage. His plan?
To take over the world, of
course, in the t ime honoured
evil, criminal mastermind
tradition.
v What lurks behind the doors?

A Are you tough enough to be a Rolling Thonder cr9ernc

You play a James Bond-type
from the Rolling Thunder
Undercover Cop Agency, going
up against the wicked Geldra on
his home turf, freeing the
hostages and wast ing the big
cheese himself, Sounds easy?
Well, I can assure you it 's not l

As you move around the
warehouse, searching for the
secret door that leads deeper
into the fortress, hooded bad
guys leap Out at you, blasting
with pistols and throwing bombs
from the overhead catwalk. They
might  just be cannon fodder, but
they pack a punch, and there are
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enough of them around at even
the early levels to make staying
in one piece a real problem.

You can escape immediate
danger by ducking into
doorways, some of which
contain new ammo for you to
reload, or by jumping up onto
the catwalk -  press fire and up
together ,  but  new hazards
can lurk there as well.

As always, the further you get
into the game, the hotter things
get, with ceiling-mounted laser
cannons opening up and various
obstacles appearing underfoot,
including stalagmites and lava
v The hooded bad guys are dosing in.

pits. Things become pretty hairy
pretty rapidly, especially as I
found some of the techniques for
jumping or ducking out of
trouble hard to perfect on some
joysticks.

It's certainly worth making the
effort to get confident with this
stuff early on, if you are to have a
fight ing chance on the upper
levels.

All in all, Rolling Thunder is
not a bad shoot-'em-up. but they
do come better. It is certainly a
tough game to come anywhere
near finishing, in fact I
sometimes got the impression it
was perhaps too heavily
weighted against the player (you
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have to go around the whole
thing twice before you get a shot
at Geldral considering that the
graphics aren't sufficiently
inspiring to keep the interest for
very long.

If you are in the market for this
kind of scrolling, mult iple
plat form shoot- em up, it  might
be worth checking out the
competit ion, such as Ocean's
Grysor, before splashing Out.
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100 player computer moderated Fantasy Play By Mai
game from JADE Games Startup is FREE. with furthe
turns c(stwiy 80p players outside of the UK E 1 Oa Th
yame features, 1000s of player armies and fleets con
stantly inv olv ed i n  conques t, a  p lay ing a r ea  o
1,250,000 sq miles  w i t h  over  100,000 locations. •
highly developed class system et squires, knights, lord
etc fi ghting to  become emperor A n  economic trad •
system with I  000 t r a d e  items, merchant and politica
banks, stock markets and trade treaties Religions base
on a planet wide netwerk of temples and monasteries
Players hav ing the  choice o f  accepting one o f  t h  -
twenty  existing gods or  creating their  ow n  god any
religion A  hierarchy of gods capable of direct interac
Lion w ith  players Alliances of  trade, religion, politic
and military  might +  M U C H  MU C H  MO R E,  garoe

•  -  •  •  •  •  I I . n I . L
. 1 .
. . . - - . •
• • • • •
• . -

For a FREE startup w r
i
t e  t o

JADE Games, FREEPOST, Southsea.
Hants, PO4 OBR

Imo stamp required)

NATIONAL COMPUTER LIBRARYL Hire Software
dare You Buy It

•• NOW UNDER new management
OVER 8,000 different titles available for hire for the
COMMODORE, SPECTRUM. ELECTRON, BBC, AMSTRAD
all models, ATARI, and MSX computers. ATARI  ST,
and now CBM AMIGA.
ARCADE. ADVENTURE, EDUCATIONAL and BUSINESS
software too.
HIRE PRICES from only E1.00 INC, P&P.
20% DISCOUNT off all purchase software.
LIFE MEMBERSHIP E6.00. Hire your first title FOC.
FREE CATALOGUE.
FAST RETURN OF POST SERVICE (if reserves are given)
ALL GAMES manufactured ORIGINALS with full
documentation,
LARGE DISCOUNTS ON ALL PURCHASES for members.
UP TO 65% OFF software, regular sales lists sent to allmembers.

•  Full computensed system keeps track of your order. We pride
ourselves in being the most professional Hire Library in the
United Kingdom, with experienced staff who know what the
word service means,
NOW IBM SOFTWARE FOR SALE ONLY.•

Send large S.A.E. now fo r tree catalogue.
NATIONAL COMPUTER LIBRARY

1 Walkers Road, North Moons Moat, Redditch1390 9HE 0527 510072
ClIGNAME

ADDRESS

COMPUTER MODEL
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f r o m thisfastmovingauthenticd rag racingsimulation.

4

4
Jump to the smell of burning rubber as you

"burn-in" your tyres. Recoil from the heat of
your turbos as you gun your engine. Feel the
snap of the G Force as you release your clutch.
This is the world of drag racing as recreated by
Shirley Muldowney, 3 times world champion in
Professional Top Fuel Dragsters. Tensely wait
for the Christmas tree lights, then pop your
throttle and power your way down the 440

yards in head-to-head challenge with Shirley
in one of her best championship races.

But be careful. Don't red ii9ht, smoke your
tyres or blow your engine th er e ' s

a long season ahead.

C BM 64/ 1 28

E11.99 DISK C O S I N
U.S. Gold Ltd., Units 2/3 Holford Way, Holford,

Birmingham B6 7AX. Tel: 021 356 3388

E9.99 CASSETTE
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SPECTRUM
COMMODORE AMSTRAD

A computer product from Ocean. 8

SPECTRUM
COMMODORE AMSTRAD

C14-95

Ocean Software Limited Ocean House 6 Central Street Manchester M2 5NS Telephone 061 832 6633 • Telex 669977 Oceans G
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t casualty of war is innocence.
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EVENING, I'VE GOT A
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HAPPEN!

NOW 7 4 A T I  HAVE
SIRE' I 'LL NEVER

SPEND ANOTNER
EVENING W ALONE
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Hi4NOREPS N E I N  FRIENDS
NEVER 77-101-46P4T

WMPuTER5 C0t4LO HE
10-1 FLAN!

HOW DEBBIE MET A STRANGER!
'Desire' is like an intimate conversation
on your PC screen! Just phone in and
join in for hours of enjoyment. There's no
enrolment fee j u s t  one phone call via
your modem puts you through to a new
world of handy services and fun things to
do. Take a look at the menu

Charge Rate 38p inc. VAT peak & 25p inc. VAT
per min, off peak. On line from mid-February.

CHATTER BOX The interactive message board. Say what you want to say —
stir up a hornets' nest, start up a friendship! See the immediate response!
MAILBOX A handy way to leave messages with friends.
DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
a top computer job!
GRAFFITI CORNER Whatever you want to say, here's where to say it!
DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual
problems answered.
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w MACHINES AMIGA,  CAM 64,
ST, SPECTRUM

SUPPLIER MIRRORSOFT.
P. PRICE: E24.95
I. REVIEWER; EUGENE LACEY.

When Concorde pilot Captain
John Hutchinson reviewed
Strike Force Harrier, on the
Commodore 64 he had a word
with a chum in the RAF and
'took one up
-  t o  
t e s t  
t h e

simulation for authenticity.
One wonders what  this bells

and whist les and Amiga version

would tempt him to do -
perhaps a head to head with a
Mig -  who  knows? One thing is
clear though this is about as near
as mere mortals like you and I are
going to get to going head
against a Mig in the fabulous
jump jet.

The number of controls and
informat ion panels on offer are
staggering -  of fering a truly
sophicticated and absorbing
simulation -  t hough not a
''pure'  one as there are a few
ficticious extra facilities thrown
in for good measure_

Once you have mastered the
basics of fl ight you can accept a
mission. The objective here is to
destroy the enemy HQ -  125
miles NNE of your posit ion as
shown on your ground map.

Before letting the enemy HO
taste your missiles you have to
eliminate the ground tanks that
are threatening your ground
installations.

Once you are in the skies you
can rely on the planes highly
computerised controls to get you
through your mission. Your
trustiest aly is your FOFTRAC -
a ficticious instrument that real
life Harrier pilots would love to
have on board. It stands for
Friend or Foe Tracking Radar. It
appears just below the cockpit
and shows you a combined map
and updat ing target display of
your area of operat ion.

To supplement FOFTRAC you
also have the AAR -  whic h

I T i
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/  
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SINE r•ORCC HARRICR
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A The oftintote fl ight siteulor,:,q

A Staggering amount of controls.
stands for Air Attack Radar and
shows you in detail what is also
occupying your airspace.

Excellent Amiga sound effects
help you here like when the plane
stalls -  there is a change of
noise and the nose drops.

The 'Vector thrust' which is
what  enables the jet to perform
its characteristic vertical lif t  off is

b
*
.

produced by turning the engine
nozzles through 90
0 f o r c i n g  
i t
into the air. The simulation
simplifies things slightly -  in as
much as you have only three
angles -  horizontal,  45" and
vertical.

I know of at least four new
flight sim -  t ype games
currently under development tor

,01
•

the Amiga. Mirrorsoft 's Strike
Force Harrier will be the one that
wins the race to the software
shelves -  it  may well prove to be
the most entertaining as well
with its neat mix of pure sim and
arcade game play.
II. GRAPHICS 7

SOUND 7
I. VALUE 6
•.• PLAYABILITY 6
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AVAILABLE ON: Spectrum E8.95; Amstrad 464 cassette E8.95, disk E12.95;
C64/128 cassette E9.95, disk E14.95; MSX E8.95; Atari ST and Amiga E19.95.
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Bowl or Bust! Fred and Barney want to go bowling but Wilma has other
ideas   a n d  guess who's left holding the baby?
Join the Flintstones in this officially licensed arcade adventure based on
the famous Hanna Barbera cartoon characters.
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la- MACHINE: AMIGA.
a. SUPPLIER; DISCOVERY.
SOFTWARE INTERNATIONAL.
o• PRICE: IMPORT ONLY.

REVIEWER: MATT BIELEIY.

This game of the month this and
every month as far as I 'm
concerned -  o r  at least unt il the
next hot Amiga game comes -
is this new version of  Arkanoid.
It makes such good use of the
increased ability of the Amiga as
to make it the nearest thing yet
to playing a coin op in your own
bedroom. Unless you win a
C + VG compet it ion that is!

Apparently, you are supposed
to be the captain of the escape
craft Vaus, t rapped somewhere
in space behind a variety of
elaborate brick walls, and
desperately fi ght ing your way
out.

Your rectangular snip moves
back and forth across the bottom
of the screen, bat t ling a single
energy bolt up against the
brickwork as if you were playing
some giant  game of destructive
squash, Miss the bolt  and you
lose a life.

In fact this whole space ship
idea is a bit  of red herring as far
as playing the game is
concerned. The ship looks and
feels so much like a bat, the
energy bolt like a ball and the
bright geometric shapes of the
walls and backgrounos so little
like any idea of  space I've ever
heard of  that you tend to treat it

56

A Blast those bricks!

ki111
01
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Juggling is all part of the game

A great COn version of a classic coin up

as a super-duper,
up-to-the-minute version of one
of those tennis games we all
played back in prehistoric times.

No, don't  groan, those games
may have been basic, but  they
were undeniably addictive, and
what  Arkanoid does is retain that
very simple addicition, while at
the same t ime adding all the
advances we've gone through
over the years.

Points are awarded for
knocking out each brick, or for
taking out  one of the variety of
bizarre aliens that whizz about
causing no threat to anyone,
outside of drastically affecting
the ball's course. At  the same
time, coloured energy barrels
drop towards you. Collect these,
and your ship is dramatically
effected. Blue ones marked F,
for instance, stretch your craft to
twice it's size, making batting
the energy blips much easier.

Green barrels (GI make the
ship sticky, catching the ball
each t ime and allowing you to
reposition your ship before
releasing it  again to good effect.
Light blue splits the ball into
three, giving you far more
destructive power, for as long as
you can juggle them,

There are others that speed up
or slow down the speed of the
ball, but  best of all is the red L
barrel, which turns your ship into
a laser cannon. You get
unlimited shots on this, so catch
one and the level could be as
good as won, as long as you
don't  get carried away blasting,
and lose touch with ball.

Arkanoid is an odd game in
that at times it seems incredibly
easy -  your Granny could play it
-  when suddenly an
unexpected hit speeds
everything up, or an unexpected
obstacle sends the blip careering
in an odd direction. You certainly
need to be on your toes. If you're
lucky enough to have an Amiga,
this should be near the top of
your list,

la• G RAP HI CS
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GET INTO CRIME!
In the late 1990's the streets of New York are a Jungle.
You a re  the i ce  cool  leader  of  a  gang of  drug crazed
terrorists. Yo u r  m a i n  goa l  i s  t o  become t h e  richest.

toughest and most notorious gang in the city.

1

••••!7

•

N.
,

SAME tS
NOT
SWAMI
fen
SWARM

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: --
LIC GAMES PO BOX 11 CLEVELEYS BLACKPOOL, LAM FY5 2UL.



MACHINE • AMIGA •
fr SUPPLIER ROBTEK • DIAMOND,
0- PRICE €19 95_.

REVIEWER: CHRIS CAIN. A  G r e a t  bac k drops .BALL RAI
Over the past f ew months the
'Breakout' theme has been used
to create some really good
versions of the old arcade
classic. First there was Arkanoid,
then Impact  and finally TonicTiles.

So it will probably come as no
surprise to fi nd that Ball Raider,
the latest f rom German-based
software house Diamond, runs
in a similar vein,

Having said that, it  is
surprising to find that this is also
a pretty nifty version.

The scenario for Ball Raider is
about as original as the signed
photograph of Napoleon
hanging above the Ed's desk,
going on about the ult imate
challenge. etc, etc.

Even the special effects such
as fast ball, stop ball and free
ship are all available in Arkanoid.

y Superb

•  The  ones to beat_

v.-GRAPHICS
I.-SOUND
...PLAYABILITV

VALUE

However, where originality does
show its face is the stunning 32
colour backdrops for each
screen.

These backdrops are pictures
of great detail, featuring things
like fantasy sword-fights,
astronauts and heavenly beings.
The artwork isn't digitised, and it
makes one hell of f  a difference.

One thing about Ball Rarder
though, is the devious patterns
in which the bricks are laid out,
Take level two for example. The
bot tom row of blocks, except
one, are absolutely
indestructible. This means
bouncing the ball through a one
block gap, and it's so darn tricky
that you could easily grow old
trying to do it.

Of course, no good Breakout
clone would be complete
without  a nice sound effect or
two. Ball Raider has this sussed
in the form of a digitised rhythm
which pumps away in the
background while you play.
Although it keeps repeating
itself, the tune doesn't  seem to
pet on your nerves and this is a
real boon.

The only other unique touch is
that you can't  actually choose
what extras you get to play with.
you just get them thrown upon
you. One minute you've got a
stop ball, allowing you to hold
the ball and manoeuvre it, the
next ball is wizzing around the
screen in a fast mode.

Needless to say this makes
things slightly trickier but it all
adds to the fun.

Well, that 's about it. A neat
version of breakout, with some
great graphical backdrops and
nice sound. I t  even has a
animated high score table,
featuring a real 'Arnold' type
who pulls down a blind to reveal
the high scores.

Can't really say much mote,
it's just Breakout.

7
6



Preview The Future!
PROJECT: STEALTH FIGHTER

Stealth Fighter._ the hottest topic of conversation in aviation
circles today. Space Age technology and engineering make
these aircraft virtually undetectable by enemy radar
.Stealth Fighters are believed to be in operation, flying the
most sensitive missions, flown by a superior class of pilotThu
can experience that thrill of flying a revolutionary aircraft
previewing the edge of the future.
Please send

Name (block capitals)

PROJECT: STEALTH FIGHTER. Another brillant simulation
from MicroProse. Available for the Commodore 64/128K
Cassette £14.95. Disk £19.95.

a M i l k i l l k i l k
41111411E = I  " E L MMERE ER •Elor la

M P  1 1 . 1 1 M m d I P U I P  I M m I M
M r  I N  ' M E P '  M I  m a  N O P '

S I M U L A T I O N  •  S O F T W A R E

copy/ies of Project: Stealth Fighter CBM 64/128 0  Cassette £14.95 0  Disk £19.95 0  Further details.
A d d r e s s

P o s t Code
I enclose L i n c l u d i n g  55p P+R Cheques payable to MicroProse Software Ltd.
or debit my Access/Visa card. Expiry date N o

PSF/C + VG/036e
1 1  1  1

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire G L8 8DA• UK. Tel: (0666) 54326. Tlx: 43422 MPS/LIKG.
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A I t  's 1 0 0  and Cody contemplates the task that confronts him

Commander Cody is the
swashbuckling hero of
Cinemaware's latest production. It's
an epic arcade-cum-adventure game
with stacks of high quality graphics
of a similar quality to those that
made the company's name when
Defender of the crown was launched
last year,

It is 1940 and Cody is sitting alone
v A  Nazi rocket guards the lunarium plant

Rocket Ranger is a celebration of the Saturday
morning B movie. The American institution that
fuelled the imaginations of generations with their
ungainly metal men, dustbin space ships and
cliffhanger plots that forced you to come back for
the next installment the following week. Eugene
Lacey talked to Cinemaware boss Bob Jacob
about the game and the fi rm's plans for 1988 and
beyond.CKE
T

in his New Jersey home when a
horrifying vision of the future comes
to him. It is a world where the
outcome of World War Ills  very
different to that which we know. It is
a world in which the Nazis won,
Swastikas fly from the White House
and the whole of the world is under
the tyranny of the Nazi jackboot.

Commander Cody must fly back

into history and change the course of
the war. One of your first tasks is to
rendezvous with the Zeppelin,

Cody was chosen for the mission
because he was friendly with a
scientist's daughter who has been
kidnapped and is being interrogated
by the Nazis.

To succesfully complete the game
you will have to fly to the moon. The

v %lee haff voys of making you talk.

A Up, up and away with his jetpack on his back

source of the Nazi's military might is
a special metal called •lunarium'.
This is mined by a group of female
slaves. Men cannot handle lunarium
as it weakens them and they die,
Female zombies on the moon? Well I
did say it was a celebration of the H
movie.

In order to complete this part of
the game you will need to locate six 1



a After a fierce dogfight — rendezvous with the Zeppelin
pieces of a rocket ship and assemble
it. Your agents search the world for
the various pieces of the ship - their
movements are charted on the world
map - which is one of the main game
play screens,

The Nazi lunar slaves have no
desire to be freed - being in league
with the Nazis. You may have to
fight it out with them on the moon in

wave after wave of attacking waves
of Messchershmidt

Another arcade sequence is a beat
'era up scrap with a German guard.
Cinemaware are particularly pleased
with the animation in this fight. Bob
Jacob boasts: ''There are over 60
frames of animation in the eight
possible moves that can be used in
the fight with the guard."

view of this. J a c o b  feels the graphics and
There are a number of arcade a n i m a t i o n  in Rocket Rangerbests

sequences in the game - as well as i u i y  of their previous games.
the overiding strategy challenge of ' ' I t ' s  miles ahead of anything
changing history, w e ' v e  done before." he said.

One of these arcade sequences is H e  is also defensive about the
an excellent Space Hamer like shoot game itself, disagreeing with
'em up challenge. Armed with a trusty criticisms of earlier games for lack
lazer and his power pack on his back, game play.
Commander Cody must soar through " T h e r e  is much more to Rocket

is Ito bird? Is it a plane? No, its Commander Cody.

A Where the scientist and his daughter ore held hostage
Rangerin terms of depth. We have
been able to incorporate MOM game
play because of a break-through that
is unique to Cinemaware in loading
data into the Amiga. We can simply
load four times the amount of data -
much faster than ever before,

Much of this extra capacity is used
in sound effects and the extensive
d
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interrogation sequence.
Cinemaware call their speech

system "Real Talk' and it is not
difficult to see why. Several phrases
are barked out in a tough German
accent as the o f
fi c e r  
i n t e r r o
g a t e s

Cody and the scientist's daughter.
of " Y o u  will pay for your insolence,"

he says, when Cody gives a flippant
reply to one of his questions. Or

ve Cody's wrist monitor shows him
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of his assistants as they discuss the
tortures that may be inflicted on our
heroes.

To help him in his quest,
Commander Cody has been issued
with a number of futuristic gadgets
to help in his battle with the Nazis. A
wrist monitor enables him to
communicate with his agents, send

S.0,S messages and select
destinations to be travelled to.

Cody's Ray Gun features
interesting digitised sound effects
when he connects with a target.
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German plane is hit are real engine
noises - recorded at Los Angeles
Airport which is just down the road
from the office.
- J a e o b  
e x p l a i
n s .

what the Nozi5 are up to.

continued on page 62 1
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OCKET RANGER
•  64 graphics — not  at all emborassed by their Amiga counterparts,

Ivaco of interactive entertainment
systems toeing (I NA twit hy a
consortium It JapaliN4.
inanaract tuffs and Philips - early
toioneers (of interactive disk
entertainment

11 is mot yet known exactly Mak
.these disks will work - loot it is

hebeved that they will hook up with
lii hit machines.

In'' thing is clear with people like
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to disks and has tin INs than four
megabytesof data...

But if you think that sounds hig
this Amiga i.ersion is only a third of
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ton the drawing hoard in
Cinemaware•s sunny California
studio. This versii'in will run i i  a new
•  The Luftwaffe fly post as Hit ler stirs the masses.
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•B• Movies like this were the spirit
of the I 9rolk.••13
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roll. and amusement parks Iver•
what young people got up no then.
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STOLE A hILLION TRIACOS DEACRINGER
MOUNTIE NICKS OE ATRMOE ~ O U T ,
NETHER EARTH INFILTRATOR DINIO NTE
DAN 11 FAIRLIGHT DEARISCAPE STRIKE
FOFICE COBRA GOONIES LEADEREIDARD
GRANGE wiL, SODIPAEFIN BELLE

SPECTRUM UTILITY S
ITOTRONICS INAPADRINE •  I  FREE 641.
WAEA LI 7 49 INC PAP
CURRAN MICRO.SL OT 12 95 EACH
ALPHA-0 DM RAM P  5 FOIL S T O  BS re  P&P
g l t • D R U M S  [25(111
MGROORIVE CARTS t, 75 EACH
EXTRA WAFADRIVE CARTRIDGES 101 C2,09
EACH 6441 Cl 50 EACH
NCATIFACE ONE E3?
NAATIPACE '21E42 00
MATIPACE 3 C4.2 00
KA_TIFIVNT C37 95
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SPECTRUM SPINNAKER
EDUCATIONAL
ALL £1.99 EACH

NINDLIALOMP, At PHABE I 2CO MAKE A
FACE, AEGEAN VOYAGE LO GIC LEVEL!
KIDS ON KEYS FRACT• ON FEVER RANLI•
NUMBER TUMBLERS, DANCE FANTASY 1 ,-•
A ACC FM

SPECTRUM El 99 EACH
CASSETTES

SPLI TT NG IMAJL MAILSITIOM 5
1
D C A L  C
TOTH FRAME EtaFIES RAIDER IONETW
COVET GAME PCLE POSITION PAS PAC-
MAN KCEL SKOCLOA7 E F IGHT ING
WARRIOR BATTLE Cr PLANETS 3  WEEKS
P4 PARADISE. PSI-5- TRADING CO COSMIC
SmocK ABSORBER IMIti I KC4NONiS Fp
,HIVE PRO DIGY RE VOLUTION r  i rrH
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TAKE SICYFOX HACKER ACTION STEP LEX
SATCCNBAT FUTURE KNIGHT
MEK.ANCEP RED SCONMON XENO
ROGUE TROOPER UNUCKIE [006  SAN
RUNNER, MANI VICE TEMPLE OF TERROR
EQUINOX. COP-OUT DAM :
, A G E N TORANGE EXP1 O RER KARI) BRAINSTO RM

SPECTRUM E2.99 EACH
COMPILATIONS
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BID 4 CORELL BEST OF BEYOND. ARGUS
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SPECTRUM NEW TITLES
CID 53
CS 55
£621.
E5 55
Et
, 
2
6

f26 95
re 25
1 3
9 0 E3 56
ES 55
ES 55
1695
Efi
E6 05
E56 65
55CO 95
ES 55
E43 2S
CS 55
ES 66

M S G
ES 25
ES 55
[955

er
5
6 
9
9
5
5
'
5
5

E5 95
CO 95

,-, AC LAND E 9 . 2 5

E5,55
ES 25
ES 25

. N
9
R
T
'
7
0
C
R
G
L
A
S
E
S
T
L
O
I
E
A
L
A
L
P
8
3
2
C
L '
P r
H
O
T
E  
A
N
Y  
N
E  
W

526
0

EITIYFITTE SOFTWARE PAP
1-3 M ies 75p

4 Or more El .00.

DIRK LER
RASTAN
SIDEARMS
COMBAT SCHO CI
727)
UVE AMMO
O UTRUN
BASKET MASTER
DARK SCEPTRE
NEMO LIS
OR 02049
SCRUPLES
BOBSLEIGH
GUNSHIP
FREDDIE HARDEST
SCUD GOLD
MAGNIFICENT •
MATCH DAY II
BRA VES TA R
T
H
U
N
D
E
R
C
A
T
S

BUGGY BOY
ELITE COLLECTION
GAUNTLET
DRUID II
MAOSALLS
SALAMANDER
RAMPAGE
PREDATOR
SUTTER HAND ON
N MANSELL
TRAPDOOR':

VING SHARK

BYRITE SOFTWARE
Depar tm ent 4

17 Leotrie Square
Eastern Industry

Peterborough. Cam bS
Tel, 0733 313870
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IP MACHI NE  ATARI ST.
SUPPLIER MIRRORSOFT
PRICE: E19.99.
REVIEWER: EUGENE LACEY,

Oidsis a simple and
hour-stealingly addictive new
game for the Atari ST.

The basic idea is a very familiar
one -  a cross between Thrust
and Choplifter. Simplic ity  itself.
Your V-Wing ship is hatched
gently f rom the mother ship.
Pushing forward on your joystick
thrusts the ship forward with a
puff of  retro-rocket flame from
its rear.

The V-Wing can spin through
360 degrees shooting out full
stop sized gun fire. It is quite tiny
on the screen -  s imilar in size to
the Asteratds ship.

Blasting is crucial -
particularly on the more difficult
planets with their homing
missiles and heavy ground to air
bombardments.

The main game play is in
controlling the ship and avoiding
the flak. It is a real test of skill
requiring the minutest
adjustments to the ships
direction, speed and trajectory.

Each planet is a cavernous
complex of jagged rocks, basins,
and t iny flat plateaux where the
Oids wait -  shaking their arms
furiously to attract your attention
when you manage to get close to
them.

The Oids don't actually help
themselves much. In their
anxiousness to scramble aboard
the V-Wing they run up and
down like headless chickens -

a Wa r p i n g  to the rescue of Oids.

sometimes in the way of your
landing site, Landing is difficult
enough without  the desperate
Oids due to the gravitational pull
of the planet which makes the
V-Wing drif t  as well as float
downwards.

You can't  really blame the
Oids for being frantic -  i f  they
don't  escape, their evil task-
masters, the Biocretes, will melt
them down,  remake them and
force them to slave for another
lifetime, The Biocretes just don't
give a monkeys you see.
According to the storyline they
say: "We  built  the Olds, so we
have the right to treat then as we
please".

Whether drolds should have
constitutional rights or not  is
something you might  wish to

v The V- Wing uses its shield as the homing missile closes
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ponder as you struggle to
negotiate the complex caverns
of the five progressively difficult
planets. My  guess is, however,
that it will take all of your
concentration to stay in the
game.

It is the ground installations
that make life really difficult.
Some of the tower buildings
issue an invisible force held that
can send your V-Wing into a
dangerous spin. Another conical
tower materialises f rom nowhere
and will,  in seconds, send out an
arc of flak curving up the edges
of the screen as the ST almost
shudders with the boom
generated by this explosion.

Most deadly of all are
the horning missile silos and one
definite piece of strategy that

• 1
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you would do well to remember
is to locate and destroy these at
once. Their homing missiles are
amongst the best I have seen in a
computer game. They really pin
you down and follow you,
encircling you in ever decreasing
circles until you make contact.
Your only defence is to spin
taster and eliminate them before
they get to close. Believe me,
when they start raining in in twos
and threes, this ain't  easy.

One of the best points about
ads  is that it has a game
designer and editor feature.
When you have mastered the
planets created for you by the
game, you can design your own.

Any ST owner who has played
Thrust will not want  to be without
Olds. My  only criticism is the price.
know that Oids is not out of line
with other ST game price tags.
It's just that having first played a
f  1.99 Firebird Thrus t  on a
Commodore C16 and having
loved it to death -  more or less
the same game seems a bit steep
at twenty  quid. Anyway, this
game is too good to leave the
review on a negative, I will say
that if you do fork Out for it you
are in for hours of excellent
computer entertainment.

l• GRAPHICS
▪ S O UND
▪ VALUE

PLAYABI L I TY
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COME TRUE!'
YOU HAVE BEEN SWALLOWED' EATEN ALIVE BY AN EXTREMELY HUNGRY TEN MILLION TONNE MEGA.EIEING THE SIZE OF THE MOON,

ON A JOURNEY TO EARTH FOR ITS MAIN COURSE!
NOW TRAPPED WITHIN THIS RAVENOUS MONSTER FIGHT ITS ANTIBODIES TO GAIN ACCESS TO THE MAIN FUNCTIONS IN ORDER TO

SHUT THEM DOWN -  AND THAT'S NOT EASY! THEN BUILD A SPECIAL WEAPON, BREACH THE DEFENSIVE DOORS J U S T  FOR STARTERS!
Ocean Software Limited • 6 Central Street • Manchester -1A2 5NS • Allophone 061 832 6633 • Telex 669977 OCEANS G



CNG

11. MACHINE: AMIGA
SUPPLIER: ELECTRONIC ARTS.

P. PRICE: 124,96•
IP. REVIEWER: SEAMUS ST JOHN_

Fashions come and go in the
games software business and
generally come back again
improved and changed.

The new sixteen bit machine
have put games manufacturers
in a quandry — new powerful
computer are in abundance

new game ideas are,
unfortunately, less numerous.
We've seen the software houses
parade in front of the 16 bit
owners a whole back catalogue
of computer games ranging f rom
Break-out to Pac-man.

Electronic Arts has taken the
racing game scenario to the
Amiga and expanded the idea far
beyond the boundries of the
computer versions of Pole
Position and Outrun, produced a
computer game that is a
sophisticated, painstakingly
accurate and, in many ways,
original simulat ion of racing a
Formula One Ferrari in the Grand
Prix World Championships.
Where Outrun was frantic
steering and pedal pumping,
Ferrari Formula One is a game of
strategy, planning and team and
engine management.

And this is where the games
main fault lies — there's  no
sensation of  speed or the
excitement of travelling at over
200mph on some of the world's
most dangerous and exhilerating
race tracks_

Every other imaginable aspect
of managing a Formula One
team and racing the car are
allowed for in the game. Many
months of research and planning
time have obviously been spent
on producing the game, but
when you actually try burning
rubber, the Formula One Ferrari
does become quite a

disappointment considering how
good the rest of the package is.

Electronic Arts may well claim
that they have set out to create
an authentic simulation and not
another copy of Outrun. While
we can be thankful that the
game's not Outrun all over again
I do think that any racing
simulat ion should tax the
player's driving reflexes as well
as his or her brain.

That one criticism apart, let 's
see what  the game has to offer.

The game begins with a demo
mode which gives you the
chance to familiarise yourself
with all the instruments and
gauges in the cockpit of the car,
and the race informat ion that is
displayed in the top right-hand
corner of the screen. The

A The Ferrari in the pit tor lost minute
instrumentation is
comprehensive: fuel guages,
tyre wear indicators, rev
counter, oil pressure indicator
and the turbo boost control are
all displayed and add a lot to the
professional and slick graphics of
the game.

The rear v iew mirrors in
particular are very impressive,
and you can actually get a fair
idea how many cars are behind
you — and how close they arel

You can at this point, if  you
wish, go straight into the first
race of the season, the most
sensible course of action is to go
the Fiorano race track — the

A You hove to keep on eye on yovr rivals as well as the dashboard.

tune-up.
home of the Ferrari Formula One
team — t o get your car tuned up
properly and get some practise
driving the car on the Fiorano
test track.

When you arrive in Fiorano a
display of the Fiorano paddock is
shown. From here the simulation
lets you test your car on the
track; go into the pits for checks
on the car; take the car into the
garage for major over-hauls (like
replacing the engine); test the
car's aerodynamics in the wind
tunnel or you can load up the
lorries and fly across the world to
compete in one of the
Championship Grand Prixs.



A The race side paddock

DIFIMPISI1011 cmarulanon .DUIMP11111110

Steenng can prove difficult sometimes!
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A Choose your damnation and then c
The game allows you to play at

three dif ferent levels -  Formula
One, Two and Three. It 's best to
start the game at the Formula
Three level as you don't  need to
worry  about changing gear and
the team manager makes
suggestions as to tyre
combinations, the suspension,
turboboost and gear-box
settings.

The Wind Tunnel part of the
game is one of the best graphic
screens in Ferrari Formula One.
In this section you can alter the
angle of the wings of your Ferrari
to make it more aerodynamic
and change the car's road

handling characteristics_ The
graphics of  the wind whipping
over the top of the car are
brilliant.

Once you've taken care of
setting up the car its t ime to hit
the tarmac and try out your
beautiful racing machine.

It's here that you must learn
l o w to treat your car and how to
steer_ I imagine, f rom complexity
and detail of  the game, that the
car steers very much like a real
Ferrari -  it 's  difficult. It is very
easy to oversteer and you'll often
drive off the track or end up
doing an 180 degree spin.

Having mastered driving the
car (I), it 's t ime to load up the
lorries and take off for the first
race of the season -  The
Brazilian Grand Prix in Rio.

v
•

arch the plane,
Each Grand Prix begins with a

practice lap two days before the
race, in the afternoon is the first
qualifying race where you must
try your hardest to get a good lap
time. The next day there is
another practise and the final
qualifying race.

On the morning of the race
there is 30 minute warming-up
session, and then it's your
opportunity to get on the stating
grid and become world
champion.

Apart f rom my criticism about
not feeling as if I was driving at
200mph, the game is
undoubtedly a classy piece of•

t
2
3
)

software triat will appeal to
anyone with a real interest in
motor racing.

Ferrari Formula One is
sophisticated, complex, test ing
and very absorbing game
perhaps it's only problem is that
it's not very exciting.
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Win the day out of
your life
Look, this is quite simply the best
day out you will ever have for
nothing. I will chauffeur you.
around all day in a Ferrari
Mh o  am le I'm the
Editor of C+ VGA I will pick you up
from home in the morning. Take
you to school/work/
college where the hell you like.
Ferry you at lunch time to the best
hotel in your home town, take you
home, and present you with a
framed photo-cartoon strip of your
super day out This  will also be
published in this magazine in a
! t ime issue.

To win the Day Out of a
Lifet ime Compo,  simply write in
and tell me in not more than one
hundred words where you would
most like me to take you, and why.
Who knows -  I  might just take
you there.

Name
Address

I would like the Ed to chauffeur
me to

in a Ferrari because

CVG
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Here at last! The game for the super heroes amongst you •
A fantastic arca& game in which you must reluctantly leave the beautiful
Gwendoline behind and go and fight the monstrous Sfax.
Sfax is a mutant sorcerer from the Red Ptanet who has cast an evil spell
over your ravishing ,companion, who is now dying a slow and cruel death.

u have no choicabut to go beyond the portals of space and time in order
find this evil sorcerer, the physical embodiment of Sfax, and to destroy

Wait no more Take charge of your super vessel
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Superb voice simulation and soundtrack
•  Stunning graphics with different levels of scenario

The graphics and sound are greato Solid colourful sprites with very
pretty backgrounds in a reahstic manner. MACH 3 is great fun and
very addictive from the start This is a fast shoot-'em up to the best
tradition" -  GAMES MACHINE

AVAILABLE ON:

LORICIELS LTD, 1 4
1 'EN*  Systems Limited. Eastern Avenue. Lichfield. Staffs WS13 6RX
Telex: 336130 ELITE G

SYSTEM
Amstrad/Schneider
Amstrad/Schneider

Atari ST
Amiga

IBM PC + Compatibles

FORMAT
Cassette

Disc

PRICE
E9.99

E14•99
El9 99
E19.99
E24,99
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A SKULL AND BOOK BOTH OF
INDETERMINATE AGE,
UNKNOWN ORIGIN AND
COMPOSITION, FOUND IN THE
AFTERMATH OF AN EXPLOSION
AND RAGING FIRE.•  •

BUT STILL MY SEARCH IS
FRUITLESS. WHERE CAN
TREY BE?

g o 'It
WIPED THE FILE.

M I M
. .
1 1 1
0 M
W M

r
77-IREE DAYS AGO ON

THE LATE TRAIN MAN.
7140 UGLY KIDS, ONE OF
THEM HAD A ENG GUN..
WHAT?... WELL 'THEY
PULLED 'THE EMERG—
ENCY BRAKE JUST
LIKE THAT . , WHAT ?. .
OF COURSE IM UPSET
MAN.' I BROKE THREE
FINGERS INHEN SOME
FAT GUY LANDED 0%1 ME

fl u dood

• l b  •
j
•
•
•  
•  
•
•
•
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NOTHING NOrrHING NOTHING.

ART
SIMON HARRISOV
SCRIPT
SIMON HARRISON
TIN? CROWFOOT
LETTERS:
IVOR w/G6E7r

• • • •
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NOT EVEN THE POLICE ARE YET AWARE
OF OUR LITTLE VISITORS. THREE DAYS
NOW AND STILL N o
-
a - o w &  
W H E N  
W I L L

THEY SHOW THEMSELVES?

•

THOSE POLICE REPORTS I  HACKED I M
INTO YESTERDAY WERE USELESS
THEY'RE AS MUCH IN THE DARK
ASI  AM. IRONIC 7 7
-
1 A T  
S H O U L D

77,IRN To THEM FOR HELP..
NOTHING IS SAFE FROM THE
SCHRANK PANTHER, NOT CONFI—
DENTIAL POLICE COMPUTER FILES,
CERTAINLY NOT THEIR EVIDENCE_
NOW THERE'S A  THING.

•••• — •••••
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SENSELESS AND BIZARRE'
MIS IS DAN DAN YOUR UP
RD ME MINUTE ROVING
MAN BRIIi6IN9 YOU THE UP
70 THE MINUTE NEWS ON
THE ROONG PROGRAMME.
MONSTERS ON THE UNDER
-GROUND' DEVILS IN CENTRAL
LONDON' CHARLES SMITH,
NIGH7WATCHMAAI A l THE
PiC)?1.-0 FAMOUS TOYSI-CP
HAMLEYS OF LONDON,
RESIGNED TODAY AFTER
SENSATIONAL CLAIMS!. .

YES FOLKS OW CHAS INSISTS NE
WAS BRI,ITALLY SAVAGED BY A
STUFFED 70Y THAT LEAPT
THE "LlOoLY WOOLY" DM RACK
WHILE HE DO HIS ROUNDS OW
TUESDAY NIGHT TRIE D TO
SHOOT ME" HE SAID, IT BIT MY
FOOT" ARNOLD PEEM SHOP
MANAGER , DISMISSED THE
CLAIMS AS "77-IF BIGGEST WAD
OF CODSWALLOP E V E R
HEARD. THE OLD FOOL
PROBABLY GOT DRUNK ON
DOTY AND FELL COM SOME
STAIRS. Bur co la  aterE ME
ON THAT"

NEVERTHELESS MR •SMITI-8
-ASSAILANTS APPARENTLY
CRASHED -
T H R O
U G H  
M E

FRONT OF THE SHOP AND
WERE LAST SEEN FLEEING
INTO OXFORD STREET TUBE
STATION WITHOUT PAY/NO
THEIP FARE! THE ATTACtERS
WERE DESCRIBED AS BEING
"SMALL AND HIDEOUS TV LOOK
UPON OWE WAS BALA THE
OTHER PAD THIS OUTRAGE-
OUS HAIRSTYLE AND GLASSES.
THE BALD ONE SHOUTED
A LOT"

MALFORMED NUDGE TS
MANIACS MARAUDING
OUR METI;OPOLIS? OR
MysTrwo u s MYTH 7
THERE'S NOT MUCH TO
GO ON FOLKS, BUT WE'LL-
KEEP YOU INFORMED
/HERE ON THE ROVING
PROGRAMME NEXT UP,
EXPLODIA* HAMSTERS
IN HAMPSTEAD/ BUT
FIRST; HERE'S A LITTLE
MESSAGE FROM OUR
5PONSORS • • , ,

TUBE TEPP:ott.

70
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IT'S T HE M/
I THAS TO BE 77-IEM SO

THE LITTLE ONES
WENT WEST THERE

IS NO -
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All these hit games in a specia
pack for the price of one P l l i
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HERE I SIT, ALONE IN TUE DARk WITH bty
COMPUTER AND INFORMATION TREMOR BOARD,
AND 1 WA/T. LIKE A GLUrrONOUS CAT. fink A
STATEMENT. A POLMCAL GESTURE. A CRIME.
SOME SCANDALOUS MORSELTNAT
MAY BE USED 70 MY ADVANTAGE •

I AM NOT A H A M MAN
I AM BLIND, I AM DUMP.

WEAR NO EVIL.5EE NO
E 141 .
1
5P E A
K
.  
N
O

MEMnRIES. WNEN WILL
TRE DARKNEZ CLAIM
MINE. AMMER MEMORY
IS LOST AND 50 FEW
5TILL REMAIN

I HAVE 5IK 5TRON6 5ON5 BUT
PEPEND ON NO ONE. OANNOT .5EE
CANNOT NEAR, EIL4T N077-11146 MA"
PASS ME UNNOTICED. MY SUPERIOR;
FEAR ME, MY ROYS REVM
-I MUREk5D MY WIFE ,WIT14 HER
LAST REATH 514E NAMED ME.
I AM TRE LEADER OF ME KNI6
,
I47
OF 71-1E WHITE CAMELIA

AM FEAR, I AM PAIN, 6R1IEF CIASTKEME.cr
.WIZARD AND FIEND. I AM 714 BIACKEST

DARLING. I AM JO- 1
1
77 - 1E  
D E M O N I
C  
I t 4 4 O
R E

AND I CALL MY BOYS 70 ME . .  .

El
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A breathtaking galaxy on the outer rim of tgAn iverst•  Worlds wit s t o n .  n g  creatures and a n i m a
l
t e d • 3 D
graph ies a  thrilling scenario burgling with frurnour, the like I t  which you ve ndver seen Everything about
CAPTAIN BLOOD makes it the type of game you just HAVE to play
Hours and hours of discovery, exploration, dialogue. Ihyperspace wapts) and h o tsh
,
t7 t  l o w - l e v e l  fl y i n g
through rugged mountain ranges and clizzseigtg canyons.•  • •
Newsensations are guaranteed in this tragic, moving, funny and thrilling adventure CAPTAIN BLOOD is a

• g a m e  for everyone, breaking new ground in the universe of computer entertainment Welcome to the age of
the bio•game •
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THE ULTIMATE A T E
BOARD SIMULATION

THE ULTIMATE MANOEUVRE!
S Gold Ltd., Units 2/3 Holford Way. Hoirord. Birmingham 06 7AX. Tel 021 356 3388,

fs'

•  "Those who hke their adkm fast and
hems should enjoy 720 " ZZAP 64!

•  1  faithful and enjoyable conversion"
ZZAP 64!

•  "Che of 1156"s bed conversions to date"
COMMODORE USER

•  Tor  my money this is not Just as
plapable as the colitopit is in fact much
more playable' COMMODORE USER

•  "Fan s of the arcade original and novices
alike should km this playable and
addutive game - one of the most
engine to emerge this year" GAMES
MACHINE

•  "US Gold has set a superb standard
- CRASH
•  -
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evey element of a great game"
SINCLAIR USER

•  I t  we flip Over it? You b e l
-
S I N C L A I R

USER (Nominated a Sinclair User Classic)
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Addictive smooth and slick, easily U.S.
Gold's finest hour, DOnt miss this one'
SINCLAIR USER (Nominated a Sinclair
User Classic)

AMSTRAD
f.9.99t. E14.99d

CBM 64f128
E9.99t.E11 .99d

SPECTRUM
E8.99t

THE HEAT'S ON IN
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IT AND CERTAIN OMER
- UNUSUAL EVIDINCE 14A5
VANISHED FROM PoLla
LABORATORIES. AN IlkilRuCtR

HAS ENTERED, PILFERED AND
734EN ERADICAMD

ALL COMPU7ER REcogOS
CoNCERNING Th1&sE ITEMS%
WANT THEM FOUND. I WANT
HIM FOUND. I  WANT HIM

PUNISHED. >OUR WORK
OF No lArTEREST 10

ME PUBLIC TREY AIEFD ftWOW
MYTAMVG OF M R  4C77V777ES. BURY

r os  CASE. Stmy IT DEEP. HALT mE
p e v a  INVESTIGATION. I tTELTHIS IS
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AS ALWAYS I L A W
AsmODEuS IN 04ARGE:
fish
- 
A
L
L  
N
E
C
E
S
S
A
R
Y

FORCE lry A M I N  YOUR
OBIEC77VE.

DO NOT
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REST EASY POPPA
71-1E EVIDENCE Wli-L BE

FOUND YOU WAVE
MY WORD. • •

I WIL-1_ BRING YOU 'IRE
(481/ER5IVE'S REMAINS IN A
BUTTER DISH AND I WILL DYE

MY HAIR WITH HIS a c a )
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FREE MEMBERSHIP
Hire sof tware tor CB M 64 Spk
,
, . :  •
Ams trad C16. BBC Electron, VIC 20,

Atari. Als o Massive CBM Drsc Library .
Also Atari Disc Library .  For your

membership k it send 2 x 18p stamps and
state whic h mic ro to:

Spectrohire Software Club (CV)
27 Co lv i l le  Terrac e,  No t t i n g h a m

NG1 4HL

UK SOFTWARE EXCHANGE
ored sotroatt iiio n e d stn e  Huix pri:giart ro-ce

IL Me Speciner and Commodore 64
NOW ALSO t OR SItE AIARI

Soil '
,
J P  
4
,  
i d
F ,
'  
6
O
5
9
7
0
5
e

CM Software Eteltaose Clob (CVO15 Tidwell Greats, Sheffield S5 IGI

WtkraDWIDE
•SOFTWARE•

MATRIX HIRE
T h e  c h e a p e :  , y  So  p l a ,  . . , 7 1 1

Top games titles for Spectrum. Commodore and
Amstrad Dtps  and tapes tor Amstrad and

Commodore Please stale system
Matrix Leitture Club, (Dept, CVG) 21 Slanstead

Road, Bishops Stortlord. Herts CM23 2BT

ATARI 4001600/800X UST
AMIGA SOFTWARE

We h e  all round seWction or rusks. cassettes and
tonnages

FOR HIRE Appli new and hire your first tour games tree
Around 1.500 different oliconas vises For fun detads send saille

stamped addressed envelope or 1 9
1
e I r lo n e  n
9 1 1 1 1
; 1
5

lorn tOpm ur weekends
LOW ATARI PRICES

Alan 520 514 Y E299 90 Oust tee 1 5  diSh5
Antic and Aralog magazines ava lable

Amiga MOO at only Eagle a I
BEST OUALITY DISKS

Memorex S  S DO [Discs 10 lor Ell 95 p
uniabelleti5
1
,• D  
5  
D O  
D i s
c s  
1
0  
l o
r  
E
A  
9
5  
p  
1

Top uaMt unlabelied d o u b l e  SICK! 1 1
,
5 6 5

101 E12 95 5 1  hp E54 95
25 tor 17915 1 0 0  'or EIS 95

GAMES & SOFTWARE CLUB
Clem C VG . 35 Tilbury Rood.

Morney Close, Sunderland SFI3 4 P0
Tel (091) 526 6351

PISA

Cred i t  Card Te lephone  Numbers :  0896 57004 0 5 0 2  480779

Also at:
49 St oney  St reet
No t t i n g h a m
NG1 1LX

Please mak e  c heques  and pos t al  orders  pay able t o WO RL DWI DE  SOFTWARE,

Prices  inc lude pos t age and pac k ing  in U K  Ov ers eas  orders  pleas e add [ 1.00 per c as s / dis k  f o r  AI R MA I L  del iv ery

edClassirieD AlLortiscrilerls"
If you would like to advertise in
our classified section the cost is
only £16.50 + VAT per single

column centimetre
For further details call

LORA CLARK
01-251 6222 Ext 2478

DISCOUNT SOFTWARE
Jp to 21% DiF RRP tor ATARI. COMMODORE, SPECTRUM
AMSTRAD. BBC M S X and IBM PC R•ng tor Info Padk on any
cit Me 411090 machines 2 4  hOur HOrLINE 0455 E13375
11 BYT ES COMPUTER SYSTEM S,  1 9  Southfield
Road, Hinkley, LeicestarsNes L EI ° 'ILIA.

ATARI SPECIALISTS
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• Bill Bolton's winning smile

Wha t a cuSl• -  another from Bill

Okay,  it's time to loin the frame game
again. First up is Simon Hal, from
Rotterdam, Holland. His offering on the
Amiga is a classy Outrun and the mystic
ninia. Shane Parris, from Lionelly Hill, near
Abergavenny, captures Ratsan and
Renegade ads with pixel perfection. Lars
Sandness, Norway,  harks back to the Bug
Hunters on his Amiga.

Christopher Slinn, from Alderney, takes
his Amstrad into orbit with this spaceman,
into action with a Tomcat and delves into
mysteries of the tarot. And Alastar
Moffatt,  from Blackpool, shows that the
Spectrum still has a lot to offer with these
classy pics. As does Stuart Gait, from
Dumbartonshire, and Bill Bolton, Clwyd,
North Wales. Finally, D. James, from
Braunton, North Devon, puts his ST
through its paces with Marilyn Monroe.

Stuart Galt

•  Mari lyn Monroe f r o m  D. James



aced out -  Chris Slinn strikes again

•  Grill's back from Norway 's  Lars

•  Chris Slinn's Amstrad tomcat

•  Protect against the Amiga virus!

Mostar Moffa tt

• • •



D A T A  SEA e rr
MolL

U.S. Gold Ltd., Uni R a i f o r d  Way, Ho!ford, Birmin ha
4111
1141
0
, ._

AX. T e 1
1
0 2 1  
3 5 6  
3 3
8 8

SO MUCH EXCITEMENT YOU
WON'T KNOW WHICH WAY TO TURN!

CBM 64/128 ONLY E9.99 cas,etu E14.99 Disk
1

11

D A T A  E A S T ' S

A SIX GAME ACTION PACKED
COMPILATION FEATURING

KUNG FU MASTER Battle the deadly
guardians and demons armed with nothing

more than your own martial arts skills. EXPRESS
RAIDER Hold ups, robberies and roof top fights a  wild

west classic. BREAKTHRU from 400 miles behind
enemy lines. recover PK430. A revolutionary
fighter in a revolutionary game. TAG TEAM

WRESTLING Body slams, drop kicks,
backbreakers and flying head butts —

stamina and teamwork are the keys to
championship success. LAST MISSION

Armed with the most sophisticated weapons
systems and guarded by a protective forcefield, return
to your invaded galaxy to face the most startling of

death defying odds. KARATE CHAMP Can you
master the kicks, spins, reverse punches and

blocks needed to retain your title?
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SINCLAIR' COWER
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WAIT SERVICE

CALL FOR APPOINTMENT
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140 High Street West Glossop, Derbyshire SK13 BHJ.
Tel: 04574-66555/67761

Head office & Access & Visa orders, queries.
Manchester 061-236 0376 while you wait repair centre only

SPECIAL OFFER!

?")••

mow 1-101" OFF -
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E  
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E
l  
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New bigger catalogue now available containing over 2.500 items including software for all computers joysticks
• spare parts business software books plus many more, Just send 3.18p stamps foryourfree copy Over20 pages

ful: of top g u m products dervered to your door by return post.

bj
Ltd.

LOAD YOUR CASSETTE
SOFTWARE INTO YOUR

-3 USING THESE
LEADS

_31‘112•( 5 0

POST -  PACKING
CHARGES UK ONLY
OVERSEAS
POST PACKING
CHARGES PLEASE
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SPECIAL OFFER!

ON-OFF SWITCHES

FOR THE SPECTRUM -4-AND SPECTRUM
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• Willie you wait Spectrum repairs E2230.
Also spare parts Over m e  co u n te r

•  A l l  co m p u te rs f u lly overhauled and f u lly
tested be fo re  re tu rn

• Fully  insured for me return journey
• Fixed low price of E19.95 including post,

Packing and VAT. iNot a between price
of really up to E30.00 wnich some of our
competitors are quoting) Mali order mho

•  Sp e ct ru m  129Y p lu s 2 napairs E25.00

ARE YOU ANOTHER CUSTOMER - fed up
waiting weeks for your estimate?

FOR ONLY 09.95
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SPECTRUM +
DIY.  Upgrade

kit for only
E24.95 + E1.75p+p

Or can be fi tted for only 131.90 • 1 75
postage & packing

LIMITED OFFER

II
* Six top games worth E39.00 for you to

enjoy and play with every Spectrum repair
* We repair Commoaore 64's v ic  20'5

Spec trum+2,commodore 16'5 ano Pius o's.
*  The most up to date test equipment

developed by us to fully test and find all
faults within your computer.

•  Keyboard repairs Spectrum rubber key
boards Only MOO. r
_  -

-
a 3  m o n th  writ t e n  guarantee on all repa irs
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Recommended retail pr ice E2C
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Company in the U K . or call in and See us at our fully eduipped 2 SOO square foot vy orKsnop
with all the lates t tes t equipment  available. You are more than welcome
we will repair your computer while you wait and hop you with any of your technical prob. ems
Commodore computers repaired for oniv E35 CP Please note we gOve you a 100
,
. l o w  fi x e c i
price of E19.95 which includes return post and packing VAT not  a between price like some
other Repair Companies offer We don taskyOU to send a Cheque info!' the maximum amount and
Shock you with repair bills ESP upwards D o n  t forget we are Amstrad aproved for quality and -
N - :  _speed COn t  risk your computer many otherunautnorised repair centre We dOnt just repair the
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We correct Colour. sound. Keyboard Check the loading and saving chip, Put new feet on
the base if required Cneck for full memory cneCk all sockets .ncluding ear/mike and replace
where needed A l l  for an Inclusive price of E19.95 including VAT, all parts. insurance and post
and packing N o  hidden extras whatsoever We  don r nave to boast too much about our
Seflor.€ as we have thOusands Of customers from all over the world highly delignted with Our
service A  fi rst class reputation for speed and accuracy Don  t forget we also now have a
Service Eirancn it' Manchester City Centre oor vonlie You wait Service

U R G E N T  N O T I C E  n o n  t  be mis led by adverts  s howing 'between prices.' A recen
Complaint  agains t a Manc hes ter repair fi rm, Manc omp. was upheld by the Advert is ing
Standards Authorit y  on t wo  counts  I t  had s tated BBC repairs  between E14 and E45
then c harged the c us tomer E85 ' Their guarantee policy  was mis leading as It did not

make c lear that  all repairs  were not  covered
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DVENTURE
ADVENTURE CLUES

Help ca me  this month
from: Torn Karlsen,
Kolbjornsvik, Norway; Nige l
Budd, Aberystwyth: M.
Craven. L incoln; Anthony
Webber and  Mat thew
Ca rmo d y,  Ch e w Stoke,
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a wa y the basic
secrets of a  good

adventure, bu t  Sheila
Dwye r of Brackne ll was
ce rta in ly a dese rving
cause! Her sons go t  a
Spectrum for Christmas,
and with  rh e  Count still
unsolved. Sheila was
worried: " I  shall never
know how to kill the Count,
and  I must a d mit  I a m
curious_ So before the poor
o ld  Count finally leaves our
premises, ca n  you p ro vid e
me with the answer ...?" So I
d id  -  h o w cou ld  I refuse a
request like that?

Wow -  here 's some more
old ies co min g  up!
Re me mb e r Pett igrew -  the
ch a p p ie  from Shard's
Software, whose Diaries

??

- dur

featured in on adventure?
Mrs. Rush of Pinner, keeps
fi nding the Underg round
shut in the second part  of
the g a me ,  and  she ca n ' t
get Barry Man iloe 's room
n u mb e r Mrs. Rush a lso
asks if there is a  q u ick wa y
of gett ing to the boa t  in
Sphinx, and  wha t  to do at
the island.

Finally, Adven tu re  (that's
the n a me  of the adventure)
is bothering  our Mrs. Rush I t
my me mo ry serves me
correct ly,  this was
o rig ina lly a va ila b le  on ye
o lde  Acorn Atom, a n d  I
reviewed  it b a ck  in August
1982 - before our new
Big-ed go t out of his
napp ies and into C+  I/Gas
a staff writer! Mrs. Rush and
her fe llow adventurers are
sure there is a  wa y into the
dungeon other than by
killing  the princess, bu t
where?

There can  be  no doub t
that g a me  of the month  in

the He lp lin e  mail,  is Rige l's
Revenge. Was there a
single letter that d idn ' t
mention it? Well, just about!
How do  you ge t past the
hut by the minefi e ld ,  asks
Nige l Budd of Aberystwyth.
Nige l wou ld  a lso like  to
enter the b u n g a lo w
without gett ing caught.  Of
course, the net is the ma in
p ro b le m - so peruse the
clue  section for a few
answers.

"I don 't  think ii is fa ir to
co mp a re  adven tu re
systems," writes Ph ilip
Riordan, f rom Tipperary.
''Most p e o p le  who buy
games realise that they will
p ro b a b ly  p la y a g a me  on
another format, le  p la yin g
Gu ild  of Thieves on an ST
and  then p la yin g  it on a
Spectrum. So seeing a low
rat ing for a  Spectrum
version that is also
a va ila b le  on an ST will
d ishearten ST owners and
in some cases they will miss
a g rea t  g a me , "

I disagree_ Philip  -  the
ratings a re  split into
different ca tegories, a n d
the review will gene ra lly
refer to wh ich  version was
p la ye d  lor review.

Venom is a g a me  that
has Paul Ha rd y scra tch ing
his head. He can 't  open the
tap  room door, nor find the
statue of Venom. A foo tba ll
fana t ic too, Paul is having
troub le  with his car. The
me ch a n ic  he ca lle d  tells
h im there's no po in t in
ch a n g in g  the wheel,  and
p romp t ly drives off! But
worse still, for a Foo tba ll
Frenzy p layer he can ' t
persuade the p layers to go
on the field! That is
rid icu lous!

Or is it? Mark Griffiths of
Huyton, ca n ' t  even do  a
simp le  th ing like  ma kin g  a
phone ca ll in this game, for
he ca n ' t  use the index. And
in Lifeterm, Mark wou ld
d e a rly love to d iscover
how to use the da ta
termina l.

Yup! Jinxter can b e
solved by mere  morta ls!
Assuming. that is, An thony
Webber and Matthew
Ca rmo d y  of Chew Stoke
are  not d e mi -  gods!  Are
they the first to solve
Jinxter.they ask?

news
Min d fi g h te r is expected

to be  re leased by
Activision du ring  Ma rch  or
April, for a wid e  range  of
mach ines, in clu d in g  C.64
tape  and  disk. Spectrum
48..128, Amstrad  CPC,
Amstrad PCW 8256, IBM PC.
Amiga .  and  Atari ST. The
Spectrum version will look
to see what size ma ch in e  it
is in, a n d  then lo a d  extra
modu les into a 128K
ma ch in e .  Prices are not yet
announced .  C +  VG will be
b rin g in g  you a  full review
next month.
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Is a new g ra p h ic
adven tu re  about to be

sprung by Ra inb ird
Software. Written by a n e w
n a me  in the adventure
field, Eastbourne based
Silicon Software, Legend,
will be a va ila b le  for Amiga
and Atari ST for E19.95_ Due
for re lease  during  March .
we will b e  b ring ing  you a
full review in the next issue.

Based on Spanish
, exp lo ra t ion  of the New
World, Seven Cities Of

Go ld  has you as an o ld
wo rld  adventurer, setting
sail in  search of legendary
fortune and h idden  go ld
mines. From Mississippi to
Amazon, from the Great
Lakes to the Straits of
Mage llan ,  the adventurer
ma y find h imself face  to
face  with the ancien t
Incas. or tribes of hunters,
and must learn how to
in teract with  them.

Infocom a n n o u n ce sa
new form of
in teract ive  fiction,

Infocomics. Branch ing
storylines without puzzles,
In focomics will be
illustrated in co mic  style by
Tom Snyder Productions.

Three titles are  a lready
lined up: Steve Meretsky's
'Lane Mastadon vs the
Blubbermen ,  a 1930s sci•fi
co mic  spoof: Pit of a
Thousand Screams, a
superhero tale by Amy
Briggs, featuring G a mma
Force: and Assault on --
Egreth Castle, a Zorkauest
fantasy adventure.



Cybernoid - The Fighting
Machine - will excite your senses
more than any other game. It's
action-packed excitement right
from the start. Incrldible music,
stunning graphics, sprites,
crashing explosions and bomb
blasts that are out of this world.
Hold on to your seat, keep your

-finger on the trigger - this is
another major hit from Raffaele
Cecco who gave you ExoIon.
Stay with the hit games from
Hewsonl

SPECTRUM
dassefte E 7.99
+3 Disc E H .
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Hewson Consultants Ltd. Order bye
by sending your AccessiBetcleycard
number, end enclose a specimen swat
Don't forget to enclose your name and
address.

l v

7
H
e
w
s
o
n
,  
M
i
l
t
o
n  
P
a
r
k
,  
M
i
l
t
o
n
,  
A
b
i
n
g
d
o
n
,  
O
x
o
n  
O
X
I
4  
4
R
X  
O
P
O
r

As part of our continuing development 01 innovative software we ate always
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FR$GHTMARE Is available fl ow from
order lorlicate the items you require.
Dept FMARE, Cascade Games
Harrogate H01 560.  England.

all 000d software retailers and by mail
complete the mi Vr.1 end send it to
Ltd.. 1-3 Harovra Crescent,

NAME I

ADDRESS I
DISK QTY CASSETTE CITY TOTAL E TEL

FIRIGHTMARE COMMOLiOn3 64 E14.95 E9.95
I enclose chenuelpostal order lb ' m a d e
Aiternatively. you may pay by Access. Visa,

payable to Cascade Games Ltd.
American Express or Diners CUR.FROGHTMAIRE Spectrum 413/28 £14.95 £9.85

FRIGHTMARE Arnstred CPC E14.05 E9.95 CAM) [I Ji l l oirsiEs
FRIOHTMARE IBM PC £19.95 Please allow 28 days tbr delivery.

or cell our 24hr Ordertre on 0423 T O T A L Cascade Games Ltd., 1-3 Haywre Cresoent
A l prices include P&P, Herrogate H015130, England. SIGNEDNE
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"Now hay me down to steep, I pray the Lord my Soul
- t o  k e e p .If should die before I wake, I pray the Lord my Sou( to take •

rig Fuma r e A  computer game far the Commodore 64„Spectrum, Amstrad in  L.uort t h e  IBM 11 • ( tmettr .1.9•95. 114 1.14 1 ;  (111M 1.1'1'1'.
Casatde Ganws Ltd., 1 3  ilaywra Crescent, liarrogate, N. Yorks. let; 0423 525525.l
a x :  0 4 2 3  5 3 0 0 5 4 .



ow SUPPLIER: ACTIVISION/
I NFOCOM
o• MACHINES: C-641128,
IBM PC
4- PRICE: C64 £19.99 (disc),
PC E24•99.
B.- KEITH

KRUPR A O  5P4 !WPM

Border Zone, written
by Infocom co-
founder and

co-au thor of Zoric Ma rc
Blank, is another departu re
from in focom's usual style.
Like Nord  and  Bert, it is split
into chapters -  th ree in this
case. Also, it  has built-in
Invisiclues; mo re  on them
later. But un like  any
previous Infocom
adventure, this one is
p la ye d  in rea l t ime. That
means the clo ck keeps
t icking  wh ile  you a re
typing, a n d  wh ile  you a re
th inking be tween prompts.

The first chap te r is set on
a tra in  nea r the bo rde r of
Frobnia, an  eastern b lo c
country, As an Ame rica n
businessman, you a re
startled when a  ma n
suffering from gunshot
wounds staggers into your
compartmen t ,  shoves a
secret d o cu me n t  in your
hands, a n d  begs you to
de live r it to his con tact  at
the bo rder station of
Ostnitz. He tells you the
recogn it ion  phrase, a n d
staggering  out, you next
see h im fa lling  off the roof
of the train.

Your jo b  is to get
in fo rmat ion  safely into the

reviews
BORDER ZONE
hands of the contact,  one
of the ma n y peop le  on the
cro wd e d  station p la tfo rm,
when the tra in  arrives at
the border.  But beware !
Your co n ta ct  will address
you in  Frobn ia rt  Here is
where  the Tourists Gu ide
Book in clu d e d  in the
p a cka g e  will b e co me
essential -  withou t  it you
ma y a ll too soon hear the
words "Oopzi dazi. Ouzna
go tcha ."  (Pardon me.
You're under arrest.)

Next, you p la y the

1
.
4
J
—

• c

% t
i
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•

•  I  spy a tourist
Ame rica n  spy who passed
the businessman the
document.  Escaping by
ju mp in g  off the roof of the
train, you now have to
cross the bo rde r on foot.
The p lo t to this ch a p te r I
found to be extremely
open, with no real pointers
as to wh ich  wa y to
a p p ro a ch  the prob lems,
and  for the first t ime in an
In focom game ,  I began  to
lose interest.

Finally, you ge t to be  a
doub le  agent. who  passed
the documen ts to the
Ame rica n  spy in the first
p lace. The documen ts
conce rn  the assasination of
an A me rica n  ambassador,
and you must prevent it
without b lowing  your KGB
cover. Here aga in ,  the p lot
is somewhat open, but
there a re  some obvious
things to do to keep you
going.

Each ch a p te r is a
separate  adventure, a n d
because  of the ma n y fully
imp le me n te d  g a rd e n

paths a long  wh ich  the
p laye r is led, turns out to be
staggering ly small o n ce
comp le ted .

For examp le ,  in  chap te r
three the ma jo r p ro b le m
revolves a round
co n ce a lin g  the fact that
you have  the documen t .
There a re  ma n y
comb ina t ions of
possibilit ies wh ich  ma y be
attempted, most of wh ich
will invo lve  a restart. These
all hove  to b e  tried just to
be d iscounted , before,

•  d
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finally, the actua l solution
is enacted, and  sudden ly
the a ffa ir is over in no time.

Chap te r three gives you
15 rea l-t ime minutes to
prevent the assassination,
wh ich  is t ime for lit t le  more
than abou t  forty
co mma n d s.  It is necessary
to p lay the ch a p te r a
number of t imes to ma p  it
out, be fore  a t temp t ing  to
ca rry out the quest for real.

The p a cka g e  conta ins
the tourist gu ide, wh ich  is
quite  an amusing  read,
and p ro d u ce d  in the best
in focom spoof d o cu me n t
style. You ge t a book of
Frobnian Ra ilway ma tches
(absolute ly au thent ic in
a p p e a ra n ce ,  a n d
co mp le te ly non-
fl a mma mb le ),  a  ma p  of the
border zone, a n d  a
business card , as well as
the usual instruction
manua l,  ca ta logue ,
specia l offer ca rd ,  a n d
disk. The sp e cia l offer is
a va ila b le  from the USA.

There are  two g a me

speeds. FAST and SLOW.
and  these ma y be
ch a n g e d  whilst p laying ,
but I d idn ' t  find the
rea l-t ime  e lemen t  a d d e d
anyth ing  to the g a me  -  in
fact, I found it a pa in .
Adventures are  for th inking
through p rob lems, and  it is
a ll too easy in Bo rde r Zone
to act  in a  hurry because of
the clock,  a n d  find yourself
having  to restart as a result.
On a  64 (on wh ich  I was
p laying ) that is no joke! So
as a result, I often found it
necessary to use the PAUSE
co mma n d ,  e sp e cia lly in
the th ird chap te r.  where
certa in  rep lies have  to b e
ca re fu lly read, a n d  notes
taken, to d e d u ce  the
whereabou ts of the sniper
-  i t  changes every t ime.

And so to the Invisiclues.

•  Food for thought

•  A tender trap?

-Nr•••104
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Type HINT, ana  a wa rn ing  is
given. Type HINT aga in ,
and you ge t a set of clue
head ings for the ch a p te r
you a re  cu rren t ly in. Select
one f rom the list, a n d  you
get a sequence  of hints for
the chosen p ro b le m,  in
increasing  o rde r of
helpfulness. The sequence
can  be  started at any time.

The troub le  with clues
are -  they are  there! Let's
face  it, it  is a ll ve ry we ll
saying you don 't  need to
look at them' bu t  the
tempta t ion  to th ink 'just this
one then i s  a ll too
great -  a g a in  a n d  a g a in
and aga in !  And of course,
the clu e  head ings
themselves g ive  qu ite  a lot
away. for in  them you
d iscover things that you
hadn't yet recogn ised  as
problems. Nope! I don 't like
'em!

The who le  p a cka g e
nowhere near a p p ro a ch e s
the co mp le xit y  of one
single adven tu re  three
times the size of one
chapter. In tact, it co u ld
just as easily have been a
three•porter on cassette.
Not enough to get your
teeth in to  and  settle down
comfo rtab ly with in the
sense that we have co me
to expect from In focom
adventures.

.K11.0

POLICE QUEST
1. SUPPLIER: SIERRA1
ACTIVISION
IF- MACHINES: ATARI ST:
AMIGA; APPLE II:
MACINTOSH I BM PC: £29.99
11.- REVIEWER: KEITH

Another in the series of
a n ima te d  3-D
adventures from

Sierra, Po lice  Quest follows
a simila r format to Sp a ce
Quest. V irtua lly the lu ll
screen is an a n ima te d
picture, with  your
ch a ra cte r mo ve a b le  by
either joystick or mouse.
Moving  through a  door or
other exit starts another
g ra p h ic lo a d in g  from the
disk, and  a lte r a short
de lay, you a rrive  in the
next room. Run from a hard
drive, for wh ich  insta lla t ion
instructions are included ,
these junctions should be
speeded up  considerab ly.

Al any time, text
co mma n d s ma y be
entered from the
keyboard ,  a n d  a p p e a r on
the line  be low the p icture.
Replies are  d isp layed  in
windows superimposed
over the p ictu re  until ENTER
is pressed, a n d  ca n  range
in size from a  few words to
virtua lly a who le  screenful.
Therefore, a lthough there
are  ma n y e lements of an
a rca d e  adventure, the
g a me  is basica lly p ro b le m
driven ra ther than skill
driven,

01111
•  Gettin9 dyed in

Having sa id  that, it is
worth noting that on the ST
version that I p layed ,
contro l is far easier with
joystick than with mouse. In
mouse mode, a
con t ro llab le  a rrow must be
p la ce d  in front of the
characte r,  and  d ra g g e d
with the button he ld  down
in the d irect ion  in wh ich
you wish to move  h im -
sort of ' tempt ing ' h im to
fo llow. I found it extremely
d iffi cu lt  to get the little
fe llow through confi ned
gaps. In joyst ick mode.
wh ich  must be set up  from
the keyboard ,  the a rrow
disappears, and  the
joystick e ffect ive ly
'becomes' your characte r,
a llo win g  a fa r mo re
definite  contro l.

•  information station•

The g a me  starts in the
p o lice  station, where  a
briefi ng is abou t to be
held. I d idn ' t  rea lise this,
and the first t ime around,
and  wa lke d  stra ight into
the locke r room, wh ich  was
a h ive  of activity. A few
'co lleagues we re
chang ing ,  one was having
a shower, a n d  beneath the
door of a to ilet cu b ic le
co u ld  be  seen the feet and
trousers of its occupan t .  I
thought I'd p o p  into a
cu b ic le  before having  a
shower, but I just cou ld  not
open a  door.

But I'd missed the
briefing, so next t ime
around I a ttended. I was
jo ined  by four or five other
cops. who fi led in and  took
up the ir positions, fo llowed

b y t h e boss,w h o sto o d
beh ind  the lectern  a n d
de live red  his address.
Kitting myself out, I
d e c id e d  it was t ime to go
out on patro l,  a n d  soon I
was in the ca r park, abou t
to set off. Here the g a me
takes a different format.
showing a b ird 's eye view
of a section of the town of
Lytton, and  its h ighways.

For those who en joy a
mixed format of joystick
and text, with a b it  of
simulation thrown in, it must
be a  winner.
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Shades is a multi-user adventure
accessible to a ll Micronet a nd Prestel
Subscribers. Keith Campbell plays the
game and meets its inventor.

,

 t  Co mp u t e r adven tu rel i games, as d iffi cu lt
.,• '  a n d  as co mp le x as
they ca n  sometimes be,
are  a one -way process. It's
you versus the mach ine .
Add a few more  p layers
and th ings b e co me  mo re
interesting and
cha lleng ing .

And that's the a t t ract ion
beh ind  mult i-user games,
of wh ich  Shades is the
latest examp le .  It's the
b ra in ch ild  of Neil Ne we ll
and  is curren t ly accessib le
to subscribers of Micro n e t
800 and  Prestel,

The key to it is the
invo lvement, the
kn o wledge  there a re  other
peop le  out there, wa it in g
to react  to your decisions
and  you to theirs.

As Neil says "The
scenario  is rea lly there as a
b a ckd ro p  to p rovide  the
veh icle  for the
d e ve lo p me n t  of the
p layer's ch a ra cte r. "

Ch a ra cte r b u ild in g  is
a ll-Important,  to ma ke
progress to the very top of
the tree  and  b e co me  Arch
Wizard_ Play behaviour has
to be  po liced .  There is
noth ing mo re
soul-destroying than
constantly be ing  knocked
b a ck to the rank of Novice ,
by some thug intent on
trying to kill you eve ry t ime
he co me s across you,

So Arch Wizards can  cu t
p layers out of the g a me  it
they b e co me  a nu isance
to others. "Strange ly
enough, one of our b iggesta ll-t ime killers was a
surgeon in rea l life !"

Swearing. too, ca n  get
you banned. Utter on
obscen ity when an Arch
Wiz is around, and you ma y
be out with no warn ing .

"The lost t ime we
a rra n g e d  to meet in the
bar of a London p u b , "  says
Neil. "Seventy p e o p le
turned up ."

Seventy peop le  look the
trouble, eh? Sounds as if
someth ing in teresting is
go ing  on here -  le t 's enter
the gateway, and  see what
g ives. _ •

IP- MACHINES: ALL d e p o s i t i n g  them in the
COMPUTERS THAT CAN M a d  King's Room in the
ACCESS PRESTEL c a s t l e  -  o n e  of the
P- PRICE; MICRONET l o c a t i o n s  in the castle  a rea
GATEWAY -  1,62 PER MINUTE o f  Shades.
VIEWDATA MODE; 2.00p PER A d d i t i o n a l poi nt s  c a n beMINUTE SCROLLING MODE;
PRESTEL GATEWAY -  6.00p w o n  by killing ' mo b i l e s '
PER MINUTE ( i n d e p e n d e n t  co mp u te r
Ow REVIEWER; KEITH CAMPBELL g e n e r a t e d  char acter s)

and  other p layers in the
Shades is a mult i-user g a m e .  a lthough  this la tter
adventure, a va i la b le  to c o u r s e  of act ion  is f rowned
anyone  with access to o n  somewhat, a n d  too
Prestel, o r p re fe rab ly to m u c h  of it can  result in
Micronet,  th rough your d i s c i p l i n a r y  act ion  by a
computer_ This means that Wiza rd .
you need  a mo d e m.  some U p  to e ight p layers can
co mmu n ica t io n s software, p o p u la t e  a game ,  a n d
a su itab le  te lephone po in t t h e re  a re  a n u mb e r of
and  a subscrip tion. The g a m e s  runn ing
subscrip t ion to Micro n e t  is s imu lt a n e o u s ly  to ensure
p a ya b le  on top of the t h a t  anyone who wants to
basic Prestel subscrip tion, s h o u l d  be  ab le  to find a
but once  a subscriber, v a c a n t  slot.
p la yin g  Shades becomes I f  killed. points are lost,
mu ch  cheaper.  a n d  the p la ye r gets

A mult i-user adven tu re  is k n o c k e d  out of the game ,
fu n d a me n ta lly different h a v i n g  to re-select oneof
from a  'n o rma l'  adventure , t h e  games in progress to
p la ye d  on a  stand-a lone c o n t i n u e  p laying .
compu te r.  It is p la ye d  in I n  the no rma l course of
'rea l l ime '  (more  on the e v e n t s ,  a ll the treasures
frustrations of that later!), w o u l d  b e  g o b b le d  up and
a n d  there is no wa y of l o s t  forever. To ove rcome
'co mp le t in g '  it. t h i s ,  eve ry so often there is

Points a re  g a in e d  by a  ' g a me  reset', when
collec ting treasures, and ev e r y t h ing  starts from
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scratch, and  the p layers
have to link in to one of the
games aga in .

There a re  puzzles, but of
course, o n ce  solved they
can  be  ro mp e d  through
q u ickly du ring  the ma n y
inevitab le  replays. The
th ing to do  seems to be to
find a g a me  that has just
started, a n d  rush to where
you know the treasure is,
g ra b b in g  as mu ch  as you
can  be fore  the other
p layers get there_

There a re  effective ly
more  than 760 locations in
Shades, and  they ore
be ing  ch a n g e d  and
a d d e d  to a ll the t ime

It is a ll g reat fun -  mo re
a wa y of life, perhaps, than
an adventure game.
Provided you ca n  afford
the phone  b ill,  p lus nearly
El p e r hour, (there are
connect-t ime  charges
during  the dayt ime  on
weekdays, as well) then it's
worth taking the risk that
you won 't  b e co me  to ta lly
a d d icte d  to it
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N O R T H  S T A R Alone it stands. majestic and
proud_ t h e  final hope to Earths
savagery and overpopulation...

North Star. a glorious space station
orbiting serene tranquility too much
tranquility... preparations should be

underway for the final evacuation.
Communications are dead. scientists
cannot be raised._ a dreadful gloom
overtakes the population... has their

last hope gone?

Only one can find out, only one has
the necessary powers. That one is

you... a unique king on a mission to
rescue a unique project.

* Spectrum 48K £7.99 caisett•
Amstrad £9.99 cassette f14.99 Disk

Atari ST £19.99 Disk 41
1

CBM 64/128
0.99 aeons; 14.99 Disk

kat"

MON OUT or
MIS WORLD

•
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k V /

Gremlin Graphics Software Limited, Alpha House. IC Carver Street. Sheffield SI OS. Telephone (OM) 751423
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OR THIS WORLD!”
VENOM'
STRIKES BACK
Incoming message on MASK
computer -  •  - We have kidnapped
SCOTT TRAKKER and are holding
him on the moos,. Unless you
surrender the entire MASK forces to
VENOM you wil l  never see him
again:" Signed Miles Mayhem,
Matt is faced with a terrible dflema.
To agree to VENOM',  demands
would give them total control over
the Peaceful Nations Alliance, but to
Ignore their demands would surely
mean Scotts life_

Can you as Mart Trakker rescue Scott
and return him safely to Earth?

•
Spectrum 48K £799 cassent
CBM 64/128
E9.99 cassisrts f  141.99 Disk
Amstrad £9.99 uncle_ €14.99 Disk
tiolSX 17.99 cissstts

sokIR''' AND n it  AS30001110 TPADS NARK
API  Tlis PROPERTY CP KI N  NSA PORKER TOYS
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▪ Warhamer 40.000: Rogue
Trader
• Publisher: GamesVs orkshop
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'aG.W.'s futuristic brainchild.
Warhammer 40,000, a game
system that took years to
construct, has finally hit the
%hops like a comet hitting the
earth, The shock waves of its
impact are still being felt all
over the country, so let's pick
up on the reports that have
come in.

Our first eye witness is a
roleplayer from London. He
describes what he saw: " We ll
mate, I was at Gamesday at the
time it arrived. Gordon
Bennet! It appeared from
nowhere and the myriad of
beautiful colours hit me minces
in an instant.

An historian from
Nottingham expounds about
the history: "Oh  yes, this
incident has been on the cards
for some time. G.W. have been
tinkering about with other
projects, but in a different
timescale. At first they created
-
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Rules", which have been a best
selling mass battle fantasy
wargame for years. They then
mutated this into

Warhammer Fantasy
Roleplay", which was a single
character role playing game for
use in their world o f fantasy.
Now they have rocketed the
basis of the afforementioned
names into the future,
combined a few of the ideas
behind them with some
quantum physics and produced
Warhammer 40,000."

We whizz o ff  to Yorkshire
now for a quick summary of
the playability of the game
from a member of the Flat cap
and ferrets role playing society;
"Well lad, we 'ere at t ' club
have given it a bash, an'
'though we found it a mite
tough at first, we now play it
on a regular basis, when lads
can get together.

Finally up to glasgow we go,
to out economic expert for her
comments on value for money:
"Ave. at f  14.95, I found the
name a wee bit expensive.

fliNtASy 1101B-PLAyl1kg
Wayne here with another batch of FRP news,
views and reviews. This month sees the rev iew of
the best computerized FRP on the market, as
well as the latest release from Games Workshop.
Live role playing is back and we take a peek at
some new plastic ort

_
othommer 40,000 -  shock wa v e s
-
a l  b e i n g  f e l t .

✓

E.O.P.T.P h a s  its own newsletter

10. Empire of the Petal Throne
The V4orkl of Teliumel

Author: Professor M. A.  R.
Marker
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When this game was launched
in 1980, it was hailed as the
next best thing to AD + D, so
of course being young, free and
employed back in those heady
days of youth, I splashed out
with my hard earned cash and
bought it.

To this day the original is
,till in my cupboard and it has
many well worn pages from
continual use. However, the
game was withdrawn from the
market for some unknown
reason and the game obtained a
reputation for being complex.

E.O.EP.T. is a complete
names system, so when you buy
it, all you have to do is buy the
relevant dice and you can play
it with your friends in no time
at all. It gives you all you need
for creating your characters,
dealing with combat,
discovering the powers of
magical items and describing
the monsters that a party may
encounter.

You get the feeling that the
creation of this game was a
labour of love and the detail
the rulebook goes into is
daunting. This game is not
explained to you, it is shared
with you and it draws you in
with it 's intimacy. Let me set
vou a brief example of what
the World Of Tekumel is like.
In this world, iron and steel are
more valuable than gold; four
legged creatures like horses and
mules do not exist; monsters
have six legs rather than two or
four. It is a behind of dozens of
cultures, supertechnological to
primitive savages. It even has
its own language which you can

c
,
s 
l  
s
h

ryto  learn and speak i f  you

This game is no more
complex than any other. The
various tables are easy to
follow and ihere are not that
many modifiers to deal with.

E_O_ REP.  is also the only
game that I know of to have its
own newsletter with lots of
more background material and
scenarios. A  great idea.
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DUNGEON MASTER
0. SUPPLIER: FTL GAMES/
MI RRORSOFT,  ATARI  ST
P.- PRICE: E 2 4 . 9 5

Every now and again a
computer game comes along
and changes the way we think
about games. Dungeon
Mosteris one of those game. I
hove waited a very long time
for it to arrive. You see
Dungeon Master is a
computerised Fantasy
Role-Playing game and a
very good one too.

At first I had doubts. After
reading the 28 page story
book, the term cliché
automatically came to mind.
Briefly the storyline is that you
are the apprentice to a master
wizard who, due to a rare
case of foolish enthusiasm,
has unleased his alter ego into
the world.

This aptly named nasty
piece of work is called Chaos,
and his main aim is to destroy
the whole of civilisation as
you know it by plunging the
world into a permanent ice
age_ In order to stop this
happening, you are to enter a
dungeon, mentally take
control of a group of your
mortal champions who have
failed this mission before,
locate the fabled "Firestaff"
and then return it to your
master, who has
unfortunately got himself
trapped on another plane.

Only by returning the
firestaff can you release him,
enabling him to stop the
works of Chaos.

I then turned to the rules
section which enabled you to
play the game and was
surprised to find that there are
very actual rules to this game
at all? It is a "learn as you
play" game.

The minute the dungeon
doors opened I had the
feeling of dela vu. The game
was very similar to "Legacy
Of The Ancients" as you have
to wander through the
dungeon and select your four
champions from 28 trapped in

paintings hung on the
dungeon wall_

You can examine everyone
of the champions available
and the selection you can
control is incredible. You can
create your party from
Ninjas, Priests, Wizards,
Fighters, Yetties, Barbarians,
and even a sort of Evil
Undead. The champions have
all the F.R.P.statistics,
including health, stamina,
manna (
-
m a g i c
a l  
a b i l
i l i t
y ) ,

strength and dexterity, to
name but a few. There is also
an option to analyse each
individual champion where
you can see what they cre
wearing on each part of their
body, what they have in their
backpack (they can hold up to
17 items) and what weapons
they are holding.

p i =
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A Shackles t r a p  perhaps?

A Mirrors t i m e  to reflect,

A nice touch is that you con
be examining one champion's
personal details and then
move something from another
member of your parties hands
immediately to the other
champions backpack without
switching from each
individual champions screen.
This saves a great deal of
time. Once selected you move
off through the dungeon on
y cur mission and into the most
enjoyable pcet of the game.

The mission caters for all
saris of role players. Many
different monster: abound
from fear-inducing Mummies
to shrieking Scroomee s, so
combat is a must.

Couple of all these elements
with hidden passages,
illusions, mystic scrolls,
trapdoors, food and water
problems, etc and you'll see
why this game is the closest
you'll get on a computer to on
over the table game. Overall
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the 9.aphie_ a e r e l le n t ,  the
sound is clece a:  a bell and
the gate:, i; ecy Las14
cc..trolicd L, tho mae;e,
altheeghyC'J an  use the
keyboard if heed be, but I
wouldn't adei:c it. I r e , „ (
my ieitial doubts VERY
quickly and have skeelt a ,er
40 hours playing this garee
without a hint of boredom.

A mest for oil roleplayerst
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of some sy.7.t,m1,  that
tremendously complicated,
you will find Toon a good
place to start.

You see TO M a whole
F.R.P. game in itself, is based
on the wild wacky world of
cartoons. It gives you the
chance to actually get involved
in the ssorld of animated
action. As you know, ill
earieons that appear on TV
anything and everything can
happen, yYlthout anyone
getting killed!

The same goes for this game.
You can pick up large anvils
and drops them on other
characters from mountains,
walk out o f  town and find
yourself on another planet and
you can even figle to your
hearts content and never get
put out of the gLme for long.

The game sys%m is very
simple. You need at least Mo
players, one to play the
ANIMATOR and one ic play a
CHARACTER. Of ceurse You
can have many more players
playing if  you i s h  and this will
make it incLe ftm.

The Animator is the person
who runs the game. I f  you take
on this role. you must make
sure the game keeps moving as
well as play the part of the
referee. It is your job to
co-ordinate the a n d  play
all the Non Player Chat acters.
These range from a massive
angry gorilla to a minute
fearsome ant. They act in a
was that you desire, be it funny
or deadly.

I f  you ha•—• , ;  a  game

7



before, don't %Yorry. The part
of the animator is well
explained in the book, with a
whole chapter devoted on how
to be one.

The players have most fun
getting to push custard pies in
each others faces, throw
bombs all over the place and
generally have a chaotic time.

The 64 page book is easy to
read, packed full o f examples,
and contains great cartoon like
graphics, It is written in a very
player-friendly way and bends
over backwards to help you.
There are optional superstar
advanced rules, for those who
,
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as well as five pre-written
adventures for thc animator to
run.
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Citadel Miniuttire_s• are one of
the leading manufacturers of
metal fantasy figures in the
UK. They turned out a
multitude of designs, ranging
from Red dragons to half ores.
Now with the release of the
new "Warhammer Fantasy
Reviments" they nail the
eriticism that they are too
expensive.

With the new regiments you
get 60 figures for 0 .99  and
that works out at only 0.16p
per figure. Great value you
must agree!

The economies have been
made by manufacturing the
25mm models out o f a hard
styrene plastic, not metal. The
change of modelling mediums
makes a lot o f sense as plastic is
lighter, cheaper and much
easier to make models out of.

After close scrutiny, even
with the assistance of a
powerful magnifying lens, 1
was very pleased to find that
the figures still retained the
same excellent detail as their
metal predessors.

The figures themselves are
supplied on ten white •sprues,'
with six creatures and twelve
various heads, plus a selection
o f  interchangeable weapons,
on each sprue. This means that
some assembly is necessary,
but fear not as it is very easy.
All you have to do is follow the
straightforward instructions
that are printed on thc
container. Also included are 60
different slot type bases with 50
optional shields thrown in for
good measure. The 60 figures
are broken up into the
following character classes: 10
Dark Elves. A ll models have a
selection of different heads,
whilst the Dwarves, Ores and
Skaven have the choice of
optional weapons.

released these figures to
complement Games
Workshop's "Warhammer
Battle Fantasy" game. They
now provide an economical
way for players to build up
have armies in order for them
to actually fight those epic
tabletop battles which they
have only been able to
previously watch at
cons cations.

On the whole, they are very
good value for money and a
must fo r any serious miniature
lantasy figure collector.

A letters page for fantasy-
role-playing is one of the most
requested features according
to the mountains of mail I get.
And, hey presto, here it is!
This will be the place to air
your views, opinions, criticims
and general chat. All letters
are welcome.

Letter of the month comes
From Sian from Walcot, East
Swindon, who writes in to
say:
•  I have found that these
people who enjoy computer
games such as Fir-No-Nog
and The Hobbit also enjoy
FRP ond PBM. I always tend
to play computer games, FRP
and read Tolkien at the same
time and I feel that there is no
cure. Is there?
Sian,
Walcot,
East Swindon.

Wa y ne  says: I agree that
people who play games,
play all kinds of games
and not just computer
games. I believe there are
a lot of people out there
who would like to play FRP
games but either haven't
got the time or the friends
who share the same
interests. This is why when
computerised FRP takes
off it will be BIG.

•  I really like the FRP column
in C+ VG it is my favourite
part! However, hav e only
recently got into the hobby
and I know there are o lot of
established FRP out there that
I may well have missed. Are
you going to review them at
some stage?
James Williams,
Dundee.

Wayne  says: There are a
lot of people In your boat,
James. Therefore in the
next few issues I am going
to devote some space to
various games that have
stood the test of time well,
so much so that they are
still played today. Watch
this space.

•  I like role playing games
but get so confused with all
the jargon it makes my head
spin. I mean there is GM, FRP,
PBM, D+D, AD+ D, COH
and HU< to name but a few.
Can you get help please?
Peter Watcher,
Newcastle.

Wa y ne  says: Right, Peter
ore you ready for this?
GM =Games Master.
FRP + Fantasy Role
Playing. PBM =Play By
Mail. D + D =Dungeons
and Dragons.
AD + D = Advanced
Dungeons And Dragons.
COC =Coll Of Cthulhu and
HTK =Hits To Kill. Any the
wiser? Nope, I thought
not, but don't fret, look
out Wayne 's  Glossary of
FRP terms that will be in
the magazine.

•  I have been involved with
FRP for many years, but a lot

of games ore by i nAmerica and by the time they
come over here they are old
hat? Con you let me know
where I can get American
imported games on a reliable
basis?"
Harry Pether,
Cardiff

Wayne  says: Yes, Harry .
Look no further than
Games Of Liverpool, 89
Victoria St, Liverpool LG1
60G. They are one of the
biggest importers of brand
new American FRP games
and are very reliable.
Send them a large SSAE
and you will get their well
stocked catalogue. Know
what I mean, Harry?

•  I've been LRP (Live
Role-Playing!) quite a few
times now and am an avid
fan. However, I would like to
own my own customised
rubber sword. I have tried to
make one without success and
I cannot look up a rubber
sword maker in the yellow
pages. Help me please I'm
desperate!
David Hay,
Middlesbrough.

Wayne  says: Don't
despair, David, help, is at
hand. Over the years
there have been one or
two dodgy rubber sword
makers that have run off
with players money, but I
know that Pete Garner at
The Labyrinthe has full
details on the elusive
rubber sword makers.
Drop him a line with a SSAE
at the address given in this
magazine and he will point
you in the right direction.
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that a••,• aaytesting at the moment.
The deal means that Mitre are the
only Oeoble in the world who can run
the game, They have already had a
targe unfiux of American payers
who have taken to the game Ike
ducks to water. Apparent y. nearly
90 per cent of the US players were
so shocked to find that the special
actions received ar answer from the
Britsn G.MS, that they wrote to them
thanking them for the chance to role
Pray!

My review Midgard•vv
,
ll b e  
p u b l i s h e d

within the next coucre of months,
when I have a few more rounds under
my bet But  !can say Mitre'S
reputatior for running high qua;rty
PBMs is reflected In this oroduct

Basically it  is best described as a
computerized wargame with mited
role-olayirg options.

Mitre have also obtained the wor .;
rights to Tnbes Of Crane, arother
American game that has peen
growing steadily over the past year.

To celebrate Mitres acquisition of
Mdgard. they have kindly giver tne
following prizes to C+ VG.
•  ID start up sets of Mogard.
•  10 boxed start 4) sets of Tribes Of
Crane
•  ID start up sets in the:r 22 century
nuclear wargame Got& Supremacy_
•  20 full colour 31t by 2ft posters for
Starmaster and Tribes of Crane.

As a start up box in Crane costs
nearly E10,00. start up in Midgenlis
E DO•; tart  up in Gime: costs E5.00
- - t _. : , s t ers  retail at E2.0D + this S

a,stI opportunity to get into

To get your grubby little PBM digits
on these tremendous tems all you
nave to do ls write and tell me your
name, age. address as well as answer
the following.

What is the best and worst PBM
you nave sampled and the reasons
behind your choice?

Readers from abroad need rot
worry. I will be reserving a number of
Prizes exclusively for them.

GMs WANTED
• - •• are on tne look out
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on is
reater.

After the tremendous success of the Third British P.B.M.
convention. the RBA& cauldron has reached boiling
point, with new games emerging daily. There are a lot of
new players out there, eagerly licking their lips and
waiting to test them, but will they get their wallets burned
in the process. Read on to find out what's what and who's
in the steamy world of REM.
C + VG 'CRIMERS'
REACH 400

are runn ing  the  C +  VGg a m e  o f
It's A Cnmegame 14, in whc h more
than 400 C- VG readers are involved
and all trying to win the big selection
of Prizes K.J.C. have put up on offer.
One third of all the correspondence I
recelve is about I.A.C. in one context
or another,

If it is not peopre writing ir wanting
their gang's mentioned, if others
wanting hints tips ard advice. So for
all you 'CriMerS
. o u t  
t h e r e  
h e r
e  
i s  
t h
e

latest update.
The curse of Wayne as  struck

again. Once again we have new
readers. The Hedgehog Hitmen are
the 'numero uno' game ...Atha notority
of 846, but they are closely folrowed
by The Meat head Brigade, who are in
second pace with a score of 825.

Other notables are The Bob Hat
Boot Boyswho have moved up to
fifth place with a score of 795. Steel
City Giants, v 0
,
0 h a v e  
h e l d  
t h e i
r  
m i
d

table place with a score of 694 and
the Larat.ro Riot Front, who have
dropped so far down the tabie with a
score of 561_

SPIRAL ARM II OFFER
Gdincrs, eaLters P i a y
Pay have kindly made

more generous offers to C VG
readers,

Spira? Arm. that very popular

computer-moderated sci-fi game
has been uOdated. upgraded and
revamped, to make it even more
interesting The new version of the
game is ca•Ied Spirai Arm Hand has a
brand new rulebook which is a great
improvement Or the od one,

Spellbinder's second new game is
called wortis in Conf.ict. a very
complex and involved game •ndeed.
The basis of the game is that in 2150
AD aliens arrived en mass from
another galaxy and gave Earth a
blunt and brutal message: Surrender
certain parts of the world or face
invasion and defeat.

This game rs not recommerdedf
rthe novice P.B.M.er as it is quite

complex and hard.
Spellbinder titlesSpina' Armand

Keys of Bedare still or offer.
You can obtain a free set up, rue

book and three free turns in
Arm, &Arai Arm Hand Keys of Blec
ifyou send a &S.A.E. to me at C.-VG.

If you fancy a go at Works in
Con fie. then a start up will cost you
LEDO. but you will be credited with
five free turns worth 17.50, As you
car' work Out, further turns cost a
mere E 1,50 Per turn. All cheques and
P•O's made payable to Spellbinder
Games please.

I have also a few Playtesting
Positions in all of Soellonders games
to a ocate to a few peoore. All you
have to do to obtain one is send me
your definition of the word
Spellbinder.

SEARCH FOR THE
WEAPON'
Harrow . S a r n e s  has two ne
games for the advanced pzmer

The first i$ called The Weapgn a
very, very corroex game indeed. It is
totally computer-moderated and is
sci-fi based.

Apparently, the scientists or your
word have made two morumertal
technical advaces The first one is
hypersoace travel, which allows your
soace ships to travel vast distarces
into urexpOred space and the
second is The Weapon, a machine of

norwer that it can destroy
ng in its way.

However, the materials required to
build The Weapon are very scarce on
your planet, so you must begin a
journey of interseller exploration to
help you reach your utimate aim-
domination of the universe.

The second game is called The
Omega Victory, which once again s a
computer moderated game of
inter-galactic warfare. where you
Cray the leader of a world that has
found invo ved sl the Omega wars

Harrow have kindly offered C+ VG
readers the following:
• The Weapon rut book at E : .00.
!hstead of ELK.
•  Set Up ir The lilieaoor at E4_00
instead of E5.00.
•  E1.00 off your first five turns in The
Weapon. so you pay E1.00 Instead of
E2.00.
•  SetUp  in Omega Victory at E2.50.
•  All further turns in Omega Octory
at the ridicuOus once of 50to w:th no
hidden extras,

Please make all ChPC
Harrow Postal gamo:

WORLDS OF CHAOS
REVAMPED
G. A.D. c . r :
-
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Words of Chaos a facelift. wn .
. a schanged the original concept
dramatically.

It can row be payed as easily by a
new player or an experienced ore,
but it will apnea' to the latter.

There are a limited amount of
places available for Oayers. as he
wishes to keeo up his swift turn
around and h-gh quality. It is for these
reasons that he is giving an offer. luSt
Quoting his norma: price, which is a
starter pack for EE,00 which
includes rulebook, character
generation set up and three free
rounds with bard postage. Further
turns are a cheap 21.20, All cheques
made payabte to GAD Games please.
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On your back
They cadged international
O fi l t t he greatest Karatz
te -V  t rn  U0  V C (CO n trn O 0 O rt Use r)
And who ore we to argue'
Our, ARCHER MACLEAN has come
up with a stunner. A third fighter A n
•fiezing animated background N e w mcwes
fincluding double head-kick and a spectacular
backfliM Re-milked mustc by ROO HUBBARD
And bails!
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rCes or Darkness and nee the Princess/

Atari Games onipta l money-spirming c om op one  or two players
ad-to. head ewer eight gruelling tracks and tour levels of game dirricuas,

hazards Ind.:one- et guiders spanners which can be traded for vehicle-
ng custom car teatures -  the  key to Super Sprint Wi th  ciela.ted snimation

round erects, Super 5Pririt brings the best driving excitement ever to be
lenced on home COMOuters.
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C.0 S GANWP

SUPER H
ONE SPF
AVAILABLE FOR

AM I R A '

Ocean Software Limited 6 Central Street Manchester - ttA2 SNS Telephone 061 832 6633- Telex 669977 OCEANS G

, T h e  game where the nice
guys dont get tO o k

Grab your way throush Chlea90,
punch up New kbrk, and jump

on Son Francisco
Three indescribably nasty characters

winch tea r  a remarkable latenrms to Kong
Kong, Godulila and Woll-man ne e d you to

fend them on a rampage in an endtetro3 150 dark
ot destruc bon, thecugh 50 different cities.

Im :  i 5  ,
C Q  
r I t h . m
b e w d ,

.cnonpor

• WIPPOI MISIt011  I t i t tO  ti t
Man on earth who damn r

9uantlet in their path -  the  Or
M AY  IM M IGADI— P LAY

rmea tow • ,Lotr, • .,7  •  ,••••Ot



INTER " A M C  HAVOC! A METEORIC MAD HOUSE! IT'S SPACE AGE
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CBN164/128
1:9.99 cassette
E11.99 Disk

SPECTRE! M 128
1:8.99 Not 48k

Compatible
AMSTRAD

E9.99 Cassette
1:14.99 Di

ou endure the I  2 l ighter  Simulator and emerge
an Ice cool space Uhl er  at the palisade of Ilk p e r  or

7 l ike mam more sin 'Go be reduced to a nermus. gibberlog
nreck nt For no more than intergalactic tinpoi trading ships.

Ilni) the premier cadets of the Stellar imperium's pilot
/  academy nill (ler  find out and its upto ihe nwrciless lust mule's

/  t o  ensure that onl, the elite sunile.
It's tpace age trenz3... It's interstellar turmoil... It's Bedlam!
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r SIDCUP (& Mad Order) 0 1 - 3 0 9
1-4 The Mews, Hatherley Road Sodcup, Kent 0.414 4DX

LONDON 0 1 - 3 1 1 3 0  4 8 3 2
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'SO M U C H  FOR SO L ITTLE!
There Is nothing that can compare with the incredible value for money offered by Atari's
520ST-FM. For only E260 (*VAT.E.299). you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI  interlace, GEM, a palette of 512
colours, mouse controller. And a 512K built-in disk drive. The 520ST-FM has a TV modulator
buill-in, and comes with a lead to allow you to plug it straight into any domestic colour
television set The  mains transformer is also built-in to the keyboard. so there are no messy
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And that's not
all When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over El 00. Read the ONLY FROM
SILICA section on the lett, to see why you should buy your new high power, low price 520ST-

I FM trOM Silica Shop, the UK's Nol  Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.ATARI 520ST-FM NOW ONLY E260 (+VAT-1299)
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s u n to ,  the ancient art o f
,Japanese wrest ling.
remains a mystery to

most Western eyes. The
clash o f  two near - naked
giant men. grotesquely fat
but immensely strong, is
bewildering to the
uninitiated.

Picture the scene. Two
mountains of blubber,
wearing an odd
n a p p y- like belts, meet in
a small, cement - hard
ring. Four minutes are
spent in  a strange and
confusing ritua l of
stamping, squatting.
puffing. snorting, fierce
glares and th rowing  salt
into the air.
each other, adopting an
almost American Football -
style stance. Suddenly, and
lvith  surprising speed fo r
such huge men, they crash
into each of her. The smack
of flesh h it t ing flesh is
painful to hear. A fran t ic
tussle ensues, ending when
one of the wrestlers is
pushed out o f  the ring. The
fight may last just a few
seconds,

And yet it  drives the
Japanese wild . The
wrestlers are heroes,
admired, almost
worshipped, held up as role
-  models fo r the young.

There is so much more to
Sumo than fi rst meets the
eye. It is the oldest o f  all
martia l arts with  rules and
traditions dating back at
least 2,000 years and ritua ls
rooted in the ancient relig ion
o f Shinto,

In other words. Sumo is
sacred.

And in  a world  where
sport is so 4 •11 en inafred by
senseless t roved violence,
obscenity and knit ish
behaviour Of star players.
Sumo sets an example and
standard wh ich  other spoils
and sportsmen could we ll
fo llow.

There are few sports mi ire
hit ensely competit ive than
Sutra o, yet t he wrestlers
conduct themselves with
great d ignity. Winn ing is
accepted with  courtesy.
losses met wi t h  good grace.
They never argue with  the
referee.

It is often said that non
Japanese spectators quickly
become 11(14 PkV(1 4 )11 Stuno and
become some of its most avid
supporters. A f te r seeing just
one episode of Channel
new series, I became a fan.
And i f  you manage to see
any o f the programmes -
Tuesdays at I  -
th ink you wi l l  as well,

Perhaps so mu rli at lent ion
is being focussed on Sumo at
the moment is because a
fore ig twr is poised to join I he
highest rank in the sport o f
Yokozuna, Grand Champion
Since Sumo was iirganised
into a professional sport
around :Mi0 years ago, there
have only ever been 62
Yokozuna.

The foreign scmtatica is
Hawaiian SalVaLl Fuauli
Atisonnc who fight u n d e r
the name of Kiin ish iki. A l 24
years (if age, he weighs in at
more than ;Jii stone. (

de%,otedt' e

The aim i if a Sum' I match
is quite simple. It is for mt  •
wrest ler to fi  t i m e  other
Out o f  I he ring or (lolly() or
make h im touch the floor
with  h any pail 01 h is body
it her than the soles of his

feet.
The do lly° is a I  7ft 9iris

square mound o f specially
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one w (wd can describe this
man -  awesome.

It's hard to k i r  ... .. . where  to
1,;1.1,in a brie f d c . rip t iu n  in to

tck hnique!: a;111 life  -  sty1(
of Sumo. I t s  like peeling an

renuive gine layer and
there's another umierneat h.
What fo llows just skims the
surface.

Et ell

The

°Neut.
of
Sumo



Iacked clay slirinkh•d with
sand. The borders of the
square defined by 28 bales
made of straw • fi lled  bags
stink in to  the earth.
Another 20 bales are sunk
the centre to lomrm a circle
%vit h a diameter of I 411 l i n
in the centre of this circle
are two  ;Ift wh ite  lines
which are 411 apart , These
lines aro. %vhere the wrestle '
face up to o t h e r ,

There aro. 711 %vinning
techniques listed by the
sport's governing laxly, the
Japanese Santo Association
Basically I ho•se are throPWS,
trips. lif ts, thrusts. sliomves
and pulls. Dr these moves, 48
are classed as • •classie'•
techniques. The %%Testier's
are banned f rom kicking,
o r punching with  a closed
fist. However slaps are
allowed. Most wrest le rs
pet•tect between six arid
e ig h t  t e c h n i q u e s  A i r  I h c i r
figlit ing repetooire.

The fou r easiest winn ing
techniques to spot are as
Follows.

Oshidashi t h i s  is where
o one %%Testier is pushed inn o f
the ring %vith hands applied
to) the room o f  his body.

Y o r ik i r i  -  fo rcing  time
opponent out o f  the ring
with  one I or in Oh hands
below his arms or behind
h

Uwatenage -  grabbing
the belt and then th rowing
the oimponent olown while  his
arm is pinned t inder the
other %vrest tors.

Tsu ridash i g ra b b i n g
the opponent's belt, li l t
i i i g,
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The Belt
Tile belt o r belly band the
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mawashi, it looks
extraord inarily
tincomfort ill+ and il barely
keeps the wrestlers decent,

Depending on the
wrestler's size, the belt is
between 33 and -I:I feet 14 mtig

i l l

S. 4,v5
and 32 1
'
1 1 1 ( 1 1
4 ' s  
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I t I
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II olded over six t imes 11P a
width o
pt 
fi v e  
i n
c h
e s  
a
n
d

looped under the groin and
around the la moly at least fi ve
times and knotted ai the
rear. I  hiring tournament
sthe bop wre st le r
s %
% T a r
belts %vhich can 4
.
4 ,
S t

IMUSZint IS of pounds.
They also) wear a st ring

aprom called a sagari at
I o niniament s. The strings are
made tip of starched silk. To
h a v e  a  g o o d  O M '  i l l ta i k •

CO Si i lit' wrestlers a small
towline.

The
Wrestlers

Tip make ii a a n ip Strimb
%vresi ler .vou have to I ov b i g
hid. In the 'oast new recruits
to Sumo rvere as young as I
Ni ow the age is a ro mund
with  a min imum height
qualificatio In id .1rt sins_
Most wrest le rs a t
.
t .  a k i n !  
O f t

with  an average weight o f
300 lips. But there have been
s u c c e s s f u l  W r C S t l e r S  W h 4
%vpigh as lit t le  as 2411h is

Most wrestlers have
finished the ir careers lty
time they reach the ir
mid-1 hirties•

T h e  7 ( 11 '14W P  I  I n  O fe S S i O ti a l

S U M O  % % Te s t le r %  a r e  d i v i d e d
into m ranks, rangt i ig fromm
beginner to grand champion].
Depending on success. the
wrestlers move up and down
in ranking_

only I he top two ranks ot
COrPriFPUPC; o n  p a p p  1 0 0  Si.
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wrest lers receive salaries,
And once they make it to the
top, big name SU/114o stars
;dm o make extra money In  an
sponstorship deals.

Thu wrestlers are trained
in the art o f  Sumo. its
I radii 14 Ills, rti ICS and
etiquettes by wha t  is know
as I he stable system. There
art. around 30-/ictive stables
and a professinal wrest le r
yvill make it h is I lium
,hroughout h is career.

A stable is t inder the
rol i
l  
a  
o
n
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l
l
,  
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w
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an ex-wrestler. I lls ru le is
T h e  o n l y  W r e S i  le t ' s

YY ho live outside the stables
are I hose Yviut are marriet
and they it•t• a ra rity.

t 1.N1 iiirS are t ic (tries
for jinni., or WR'Silers.
the sunk ors live in
semi p riva te  rc toms.
Downstairs is the unheated
I raining room.

The only 11.4)1l1en to live I l l
I lie stable are the manager's
wivcs. A ll housekeeping
chi ores are carried out by the
unranked and unpaid

r e S t T h e Y  M U M  a l s o

act as servants tto the top
stars.

The Tournaments
The popularity i t  Sumo has
-ai  quitly increased over the
past feyv dtwat les, There .1rt.
now six big tournaments
held every other mom h
Japan's ft ont• largest c7ities -

January (Tokyo), March
II tsaka). May (Tokyo), Ju ly

agt ova), September
i T t o k y o ) ,  N i  )
•
t ' a t h O r
(Fukuoka).

E a c h  t o t i r e l a l l t e r i t  S t  2111S
Ii Stiliday anti (IOM'S On a
sunday and lasts for tip 14 4 15
days.

Cimino  it ion starts at 111111
he int wiling with  the

apprentice wrestlers
fighting ft or qualifying
Places. A l I I  i t  t h e  turn of
t he ft our lower di VisiOnS
wrestlers. They wil l wrestle
lin alternate days for seven,
days in the hope o f
improving the ir ranking.

The top two  divisions of
Sumo wrestlers fight once a
day fo r 15 days. Each tor
the ir bouts Yvill probably last
.just fi ve  minutes, the
majority col yvhich wi l l  be
taken up wit Ii ritual. A gtototi
light wi l l  last around 311
st.conds.

Competition finishes at
about 6 pm each (lay except
for i lw last (lay when I
prizes are given tau.

As Wembley is I be III 01114' .11
English soccer, the
Kr iktagikan (Nat it onal SIMMS
Arena) in Tokyto is the
spiritual bionic. of Sumo, It is
a big h e a t  re capable
of seating 10,11110 people.
Besides the baths. changing
room and clin ic fo r the
wrestlers, i here is a Sumo
museum and school where
all tuwv %%Test let's must
attend a six month course. It
Is also the headquarters of
the Japan Swim Associalit tn.

A
day in

the life
Th ,  wrest lers pract ice
called Keiko -  everyday.
Again it  is ritualised and
very gruelling. A typical day
would toe as follows.

-I.00 tor 70)0 am. The
lowest ranked wrestlers are
up and ready fo r practice.
The higher ranked wrestlers
are allowed to lie in bed for a
lit t le  it onger. That means

rising from 6.30 onwards.
The top men wil l be
limbering up shortly a fte r
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exercises. is designed to
i m p r o v e  a n d  e l l i t a l W e  N vh a t
are regarded as the essential
qualities of a Stint° wrest le r

balance, ag ility.
fl exib ility,  powerfu l thighs
and a low centre of gravity.

The basic exercises
are again rooted in ancient
tradition.

First there 's shikto. The
wrestlers stand wit h  the ir
legs wide apart anti breathe
in. They lean to I Ii. le f t  and
raise the right leg as high as
possible. Next they stamp
the right foot down and at
the saint
, 
t i m e  
b r c
a t l
w  
4
1 1
1 1
,

This is repeated with  the left
fioot. Now that st muds quite
easy, doesn't it? Easy, that
is, un t il you realise
beginners repeat th is

day.
at least 500 I  nies a

Things get more painful
with  the next exercise,
matawari. This involves
sitt ing in d irt  with  legs
spread to  ISO degrees. The
wrest le r leans fo rward  un t il
the entire front o f  his body is
pressed into the earth, Now
II' the Sumo beginner can't
manage that, there's no
need to worry.  A senior
wrest le r will stand ott his
hack to help things alt
-
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the beginner as trad it ion
dictates. The equally
I raditional rep ly is not
- -
A
A
A
A
A
A
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1
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1
"
.  
a
s

you might expect, hut —
N o .just sweat in  my eyes."

And a f te r all this, it •s
t only around I I  am. The
senior wrestlers head ft or the
!oaths.

Then it 's time fo r the first
and largest meal of the day,
a high calorie stew made up
,If a seaweed-based stock,
chicken, pork, fish, bean-
sprouts. cabbage. carl'ius.
onions and lots more. They
devour bowl a fter lot owl of
this plus rice and wash the
lot down with  quarts of beer.
At around 1 pm the lower
ranked wrestlers get to  eat ,

That is I he end of t he day's
training. ThtNi• wrestlers
who can ;a to ll!  it. go out f o r
supper.fil

Ak-
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of stock, no need to retaliate with the
AVAILABLE FOR ATARI ST Hulkster's Atomic Dmp.just write to

AND COMMODORE 64/128 MicroLeague Sports, MicroProse
COLOR TV/MONITOR REQUIRED. Software Ltd.., 2 Market Place, Tetbury,

1-2 PLAYERS. Glos. G L8 8DA

1
Computer game players bored
with "pretend" animation and
"pretend" wrestlers? Your head and
wrist limp from joystick coordination?
Then take the challenge of the only
strategy simulation good enough to
be sanctioned by the World
Wrestling Federation? MicroLeague
Wrestling.

Defend Hulk Hogan's claim to
the championship! Or you can be
Randy "Macho Man" Savage or "Mr
Wonderful" Paul Omdorff and try to
capture the bell. See the real WF
Superstars perform the moves you want,

MicroLeague Wrestling has all the
action and drama of live WF matches
including interviews by Mean Gene
Okeriund and ringside commentary by
Vince McMahon, ,Jesse -
T h e  B o d y "

H U L K
tki.Setash

lar ist Lock
Stay ,
n C Z :

Shldr.ilIck.
atori .Droo
C l i t o s
t
l i n e

espies
Leg Drop

Defenabte

SHIPIICE
k t
a ,
,
7

Kick
SnapPlare
El k Sipiash

•11..  I F L W I
r c k .

' 1 1 1 1 . 1 1 1 1 0  I  3  IMMEENINHONMOIMEINfiet*
. OW ' C a n  Sl ifilefle s ur v i v e

O t 1  a n o t h e r  punc h?
_...,

wr est l i ng McMahon,Thi s  i s  r e a l  , -  L .
-
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Elboweroo
Defensive

I INTRODUCING AWORLD CHAMPION •  •  •

FEATURING EXCLUSIVE DIGITIZED VIDEO ACTION.
Ventura, not to mention the
legendary Bruno Sammartino, And
who knows what lurks in the mind
of Bobby 'The Brain" Heenan or
in the heart of the lovely Miss
Elizabeth?

So check it out, dude!
Omdorffs devastating pile driver,
Savage's awesome elbow drop -
and everything else that's in the
book orvvhatever you can get away
with! It's MicroLeague Wrestling,
The ultimate in computer sports
simulation!
I f your computer/software store is out

1
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Lost and forgotten. A civilization
beyond our unders tanding and
machines beyond belief.

Ring Worlds — their purpose was
simple. To locate uninhabited worlds  and
bleed them dry. But then something
went  wrong.  A programming fault'?
Possible b u t  irrelevant because
hundreds  of  Ring Worlds  are converg-

n our Solar system devouring
ery thing in their path.

With an ent ire solar-system to
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3D act ion depic ted in the most detailed
vectqrs  you've seen.

Your squadron is scrambled and
you call up NavCom to plot your attack.
Your system planet chart  is direc ted to
your main display while the outs ide v iew
is windowed simultaneously on-screen.
Mult iple targets  demand cool calculation
as you decide which presents  the
greates t  threat.

Armed with an array  of
sophist icated intelligence gathering
devices you can probe your enemy and
engage. Your ult imate aim — to
penet rate the RING WORLD diving
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Reno Wars — A computer yerne for the Commodore 64, Spectrum
Schneick3r4onstrect. a m PC FIN/ Compatibles end soon on AturIST
and Amiga. Cassette E9 95 Disk E14.951ST, Amiga and IBM £19 95

Cascade Games Ltd..
I-3 Haywra Crescent.  HBIThgate,N.  Yorfcs
Tat: 0423 525325 Fax: 0423 530054
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Indirete the 'terns you require. complete the coupon and sond rt to Dept  RW.
Cascade Dames Ltd.., H a y w r a  Crescent, Harrogate Hal 5R0. England.
or mil our 24hr Orderline on 0421 504663
All price8 include PCP.
RING WARS Commodore 64
RING WARS Saaotrum 48128
RING WARS Amstrad CPC
RING WARS IBM PC
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DISK
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Alternatively, you may pay by Access Visa Amencan Express or Diners Club

cr' [ L i t   1  1 1 1 1 1 1 1 Ex-- 1 1
Pleaqe allow 28 days fbr dPlivgry
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Steven Spielberg delivers his Shanghai
surprise, but our  man Wa r d R Street says, I
want Someone to Watch Over Me ,"  as he
watches over this month's cinema releases.

Steven Spi• lberg is a
wannabe'l When he made

l i t  ICS h e  N v a t m a t t e
Hitch ilick.  With  the
bidin M O S  rilm,11,..
wannatwt  Pl-tos serials
director. In ET he wannabe
Wall Disney and miire
recently Tito C(44ittr Mt ride Afr
,III monstrated just how
much Ile %vannabe seen as a
serious artist He ' s  after t hal
elusive )sca r again with
Empire of the Sun ( -
he xvannalw thckie (Ghti info'
Attenbiirough and David
(Lotrwtore rtf Arab ia) Lean
rolled into one!

Emp ire  is a big fi lm
flagship fo r the Spielberg
empire. no less. It 's based on

Ballarti•s Booker Prize
short listed  novel, and
adapted by a respected
play wrighi T o m Stoppard.
it t  s h o r t _  i r s i t i s t  t h e  s o r t  o f
movie thin gets picked 14it
.the annual Royal Film
Performance.

lis sit Dr
.
!. f  
i d l y  
d e
s e
r v
e s  
t
h
e

epic treatment Se t  in  China
'luring W441111 War Twi .  it
starts v i t I i  the invasion of
Shanghai. fo llowing  its hero
from his evasion 'II the
Japanese II fives. thrtiugh his
caw tire and lin t.rnmetit
Ivith Other lk it ish  and
Anwrican ci‘ ilia iis III a stark
concentration calm' and On a
brutal forced-march acro
the desert r ig h t  up to I
anti freedom.

There's a twist to  all th is
though, becanse the lu.r4i.

is a l ly  I I  -years-old -
;in English school win  Is
been separated Iron ' his
parents. and who  gradually
Iiecomes !mire wild  as the
war progresses, We  see
events through his eyes, but
we also realise i hat the
rigours 44 daily life  are
cutting deep vino  kinal
sc I ' s

These great events are
present et 1
4 I n  
a  
g r a
n d  
s c a
l
e
,

hut 41111 he more in t imate
level the .film is less
convincing. It •s not the

that 's al fau lt.
'hrist Ian Bale is superti

Jim, battling against the

I ' V e r y  d a y .
M i l i k o v i c h  i s  a l s  j  b r i l l i a n t
the amoral American
black-marketver. Bitsie. But
individuals seem to vanish
the ir faces b lu r into yet
more crtilvd scene. A ll
could th ink of xvas the

spent i l l  Spiellterg•s
quest fo r glory.

The fi lm tries 14444 hard
obtain a myth ica l aura.
unlike Jiilm Boorman's
recent 11,qn
, ( H u i  
G i r o r
y ,

It hich w as U t ru ly magical
evocation lot one b (y's war,
made fin' a fract HIll id' the
cost. The script is UN)
literary, battering you over
the head un t il p in  feel that
Emp ire  t h r  Slit it might
have been a Letter tit le. I
swear the fi lm lasts slight ly
lionger than the real wa r in
I E a s t .  Sometimes more is
a c
t
u
a
l l
y  
l
e
s
s
.  
S
i  
e
v
e
n
.

For lovers id' big-hileks
epics a n d  royals -  on ly.

The real th rills are to be
ft Rind in a more mildest
movie, Last month we had
policeman Richard Dreyfuss
falling head over heels
love with  the woman he had
under surveillance. Now,

Nvhad:, a k
n o w
,  D
e
t
e c t

Tom Berenger is diiing the
same 1 hing. Vi'hal is it wit  h
these c(ips'.'

, s
-
t
o
k
e
o
w  
p
l
a
y
e
d  
i
t  
f
o
r

laughs. lin t !h is t ime it 's
serii d e a d l y  serious!
Wealthy heiress Claire
Gregory (Minn RI ogers)
witnesses a murder in an
elegant nightclub. She's the
only person w h
o  c a
n
idern ify th  psychi itic kille r,
which is wh y she needs
Someone to Watch Over
Me (15) ii she•s to survive
until the police bring him to
tria l.  •

Ilt•tet't Ve Mi ke Keegan
would fa r nit her be at home

with  his y• ;re and kid  c a d
of creepilig round a chic
Manhattan kitchen in search
III a midnight snack. Fretti
the start he's all at sea
socially, as he stakes out
Claire 's mariole and 'Minors
hallway, o r accompanies her
ti a  posh party.

But it  isn 't  long before
he•s emotionally swannied
as well s i n k i n g  deeply into
live wit Ii her_ I lk  tt rriagV is
p u t  a t  r i s k  a n d  Vt •t o rse ,  s o  a r e
Ills arid Cla ire 's lives.
Then s  still a psycho out
there and lie•s none ihroio
discriminating about who  he
makes his victims. Keegan's
private anti professional
lives becinne inext rimb ly
in tertwined as the story
races to u I  i
.
i l l  
r a d i u l
s e

Hitchcock -st yle suspense
acciimpanies the pain and
prid ilems of Keegan's
infat nut ion in th is classy
romantic I lt rille r.  Directo r

Ridley St-i 411 matches the
glossy visual style of Filmic
kit  a a ir with  I li('  spat • edge
tension of his other great hit,
Ation. Watch lover this one
when it 0'1111es y‘ nu- way,

Imagine i  lantas.N
adventure story, stacked
with  the sort o f  exioloits
whic made Erro l Flynn inn
,(Jilin .  finest swordsman
ever I ll -.wash a buckle,
Imagine a fantasy land fi lled

dwarvish
.surrounded by seas made
ireachenius by pirates. Now
get siunebody with  Fergus
McNeil's sense of irreverent
fun tio re wo rk this la iry tale

continued on page 10o
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• a n d  you have The
Princess Bride  (PG).

It' s  not Fergus te lling the
-dory I hough, but a
grandfather ta lking Ito his
grandson, who 's stuck in bed
with  at cold a n d  who
makes it quite clear that
kvhile he doesn't mind  the
lights. he's 1101I4' 1(011 keen on
the sioppy stuff! So grandad
sticks 14) the story o r h()W,
4 M t ( '  P r i l l 4 V S S  B u t t e r c u p  h a s

been caw tired by three
wicked kidnappers on the
eve o
f  h
e r  
w e
d d
i
n g  
t
o  
p
r
i
n
c
e

I lumpert link.  a mysterious
stranger 1
,
1 1 1 1 e 5  
1 4 0  
l i V
r

r e S C I i i
•
•

The talc 1w  isis like  a sea
serpent as nothing turns out
to be what it  seems. Baddies
iecome got idles. gof idles are

really baddies a n d  the
mysteritous swordsman's
inask lost happens to hide a
lace f rom Buttercop's past
LII coorse it a ll ends happily
and I rue love wins thrtiugh

so much so that the boy is
willing  III witness one last
kiss.

This may all si mod burly
ucky, and so it %void(' be if

Hot f o r the knowing edge
hat wri t e r William Goldman

and d irector Itt lb Kutner,
4,VlI44 made Spitust Dip  and
•'t eti I By MP. k lu i  to the
ionsetosical prt iceedings.

They' re helped by a cast
which includes a w i l t &  host
Of stars ill unusual roles.
Billy Crystal f rom Snap
a p p e a r s  a s  a t i  a p r i e t i l
wiZarti: a heavily made-up
Peter Falk is the
grandfather: and our own
Mel Smith even cnips up as a
camp torturer,

Princess Bride  is an
affect ionate send-up III'
romantic tales tor daring-di,.

Reality is even th inner in
A ste rix  in  B rit a in  (U) -
paper thin. in fact. because
this is the latest chapter in
the animated adventures of
he cr, 0
4  
t o n  
G a
t t i
.  
B
u
t  
e
v
e
n

hough I la ormally find these
radical re-ilellings of Roman
history highly resistible, th is
time I was ill hyst

's always interesting PI
find out how the rest o f  Ike

orkl sees you. )11 this
, h
o
w
i
n
g  
w
e  
N
i
t
s  
h
a
v
e  
a

reputation fo r endless tea
drinking and knocking t if f
wt irk at fi ve  on the dot Igor a
game of cricket. Un fa ir -
don't p ick up my bat un t il
live  fiflet.n at the earliest!

This gives ( 'aesar's legions
e ve l
-
Y  
0
1 1
)
4 0
1 1  
1
1
1
1
4  
I
I
)  
w
a
l
k

all over us too ii just one Iii r It
v Princes Bride

• • •

village remains- E ve l
-
V I  t w i g
looks bleak t ill tine of its
inhabitants remembers a
cousin across the Channel
and sends tout a call fin help.
thless who answers.
complete with  magic
portion, to help the
resistance?

But heft A s t e r i x  anti
()helix can do the ir stuff
they have to cope with every
peril imaginable, including
p i r a t e s  a n d ,  e V e l l  W o r s e ,
Warill English ale! I t 's a
bright and breezy Pimp
which won 't twist  your
i n t e l l e c t  I f n i  1 1 1 1 0 (
.
1 1 ,  1 1 0 1which pokes fun at everyone
except the  heroic Gauls.

You can't take it so easy
with  Orphans (15) though.

based ion it bizzare
American play about I wo
brot hers who live alone in a
decrepit house. Treat is the
street-wise wt Fold-be-I hug
Who steals to keep his simple
brot her Philip  Yvell-stocked
Wit h his favourite rood,tuna.

But fo r all his apparent
care. Treat has tricked Philip
into isolation by te lling him
(hat he suffers from a
potentially fatal allergy to
fresh air. So they lead the ir
private life  of manic fantasr
until in to the ir enclosed
world climes Harold. a

A Orphans.

v Asterix.

business-man who Treat lias
kidnapped and plans to hold
to ransom.

What Treat isn
-
t  w i s e

enough to realise is the
nature tor Harold's business.
He's an ageing gangster ion
the run f rom the mt ob. It
doesn't la ke  him long to
escape, hut a sentimental
streak leads him to adopt
these dead-end kids. I le
starts to tu rn  Treat in to  a
sharply dressed bodyguard,
while  he gives Philip the
iiffectiton and self-respect
which eventually tear the
trio  apart.

This is the nu pill its most
d iffi cu lt  fi lm,  but it 's never
heavy -  a l  leastnnce you're
u s e d  t o  i t s  S O l i t c W  h a t  s t a g e y

at traisphere. In  fact it •s
often very funny, thank
,  t othe pc. at It' mances of fl in ty
and M o l u t  •Ifeckrt's
Matthew Modine, newcomer
Kevin Anderson, and tibove
all Albert Finney, simply
superb as the mist algic
mobster. Orphans is sure tt
,find a home wit  h anybody
into extierimental drama.

FAST
FORWARD
It -
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e  
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o  
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sale and lu ll' .
Video provides a great

chatice to see a number of
movies that never make it to
your local cinema...lot/tr.-Jo,
i i
.
o
u
t
e
u  
W
I  
1  
h
r  
M
o
f  
(
T
B
A
)  
i
s

tans of them, and despite the
tacky' lit  le. it 's actually an
hilarious Nlad-style sal ire on
late-night American TV.

St t r• r-Vrt
,
zis 
I S /  
i s  
a l l
o t  
h
e
r

tongue in cheek epic from
'Fromm,, porveyors of I rash to
afficianados. ( )riginally
called S u rf  .Vazis Must Din
this tells a (ale id  beach
warfare. ct mildew with  a
v
i
g
i
l
a
n
t
e  
g
r
a
n
n
y

Recent additions Pt h e
rental circuit that I  raVeil
aboill are Mesth i l l ti l ls  woe
(140 anti ,Vca r r k  8 ) .
The former's I ruly delight fill
romantic ctimetly about
reincarnation wh ile  1 he
k i l le rs  a tale of vampires
which is tota lly terrifying.

wast i
.
i 
s o  
k
e
e
n  
t
a
t  
I
m

nit Ito tut 115) but a hot lir
people liked this
old fashioned bio• pic of 50s
singer fi lcher Va lens_
Nleanwhile the new lames
!kind gets a first viileto
outing ill The L i
J ) a
t 1
u j 1
t
o  
i
s  
I  
M
;
)  
-  
s
l
i
g
h
t
l
y

tiverbing hut great fun.
Strange is the word Etar the

surreal clowning
Pi i v e r  B i g  Ad rrsi if re
( I ) .  which 1 hated but you
may love. But the big. BIG
video news is that ET w 111 Ile
officia lly available this
autumn.

\leant Mu • Fa tideNons
wit II several :i7.9111
-
s b u r n i n g
hi Iles in the ir pockets %vitt lie
relieved to here that
sell-through label Channel
now has vi thinly 8 (If
i l l  it i  ( 1
-
)
containing 97 wins Ill'
Internal iooal Rescue,
volume et of Ca i  S r i ( dr,

our more t w i l l  .10 (t•
stories_ and finally
live-act ion I To  (I
-
) 
% • o l u m e
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Sprawling across this page is a stunning map of the
first three levels of ace coin-op conversion. Rastan, a
game so big we couldn't fit it all on! What this means is
that you get a month to get a grip on the first half, and
next month you can take my hand and we'll go through
the tough second half together. Sound all right?
(Massed chorus of "No". Ed.)11 knew you'd see it my
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New Packaging — New Name Great Games.
...A New Flight for the Firebir'd Budget Range

Telecom Soft, First Floor, 64-76 New Oxford St, London WC1 A 1PS.
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NextmoNth
Al i en S y n d r o m e  tu rn ed  g arn ers '
stom achs w h e n  i t hi t the a r cad es  l ast
y e a r  wi th  so m e o f the nasti est al i ens e v e rd r e a m t  of.

They w e r e  so gross the cab i net could h a v e
carr i ed  a n ' X '  cer t i fi cate  an d  no one wou l d  h a v e
com pl ai ned .  S l i m y hul ks l i ke the ' Hu g g e r s '  wi th
thei r  skul l  h ead s  p l aced  on top  o f sl imy bodi es
of gunge.  The Asophi es h a v e  g ap i n g  m ouths,
the Tacapi es just l ook l i ke a m ass of eyes -  y u k .

But th er e  is m o r e  to Al i en  S yn d r o m e than
ugl y G a r r y  Wi l l i am s- l i ke  al i ens.  There is a
hel l uva g a m e s  chal l enge in th e r e  as wel l  -
enough  to  m a k e  S y n d r o m e  a cul t coin-op hi t
-  o n e  o f  the v e r y  best,  a  g a m e s  p l ayer ' s
g am e.  C + VG wi l l  exc l u s i ve l y  r e v i e w  the
Co m m o d o r e  6 4  an d  S pectrum  versi ons
n ext  m o n th  -  w i t h  a p r e v i e w  of the ST
th r o wn  in fo r  good m easu r e .

W i n n e r  S t a y s  O n .  The  l e t t e r s  a r e
pouri ng in n o w.  O n e  g a m e r  claims
to be the 'k i n g  o f  S u r r ey ' ,  a n o t h e r  to
h ave  'cl ocked G l asg o w ' .  Re a d  th e  fi rst
rep o r t  of the p l a y -o f fs  in n e x t  m o n th 's  issue.

P l aym aster s .  N e w  b o y M a t t  Bi el by is m ap p i n g  l i ke
craz y.  Check us n e x t  m onth  fo r  the hints colum n th a t  is
quickly b eco m i n g  th e  best in th e biz .

Com pos: I f yo u  th o u g h t  this
m onth 's w e r e  hot -  y o u  a i n ' t  seen
nothing yet .

F r e e b ie s  A r e  B a c k :  A  m y s t e r y  f r e e
gi ft wi l l  be a t ta c h e d  to  n e x t  m onth 's
fron t cover.  You wi l l  kn o w th at  when
C + VG has a g i f t  on th e  f r o n t  i t sells
qui cker th an  iced l a g e r  in the Gobi
desert.  So be th er e  wi th  e1. 1 0 in
your  hand  -  o r  miss th e best va l u e
in com puter  g am es m ag az i n es  in the
known u n i verse.

On Sale April 15th

Name

Address

co

Dear Mr Newsagent, Avoid a
visit from Shuck and Doode
and reserve me a copy of
Computer +  Video Games,
May  issue!

•  Hurtle  into the future with
May's C + VG out on April 15th.
It's hotter than hell . . .  in a cool
sort of way.

wo
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We ' re  lo o k in g  for the bes t
all•round Games  player in the
country.  and it c ould be you!

So you think you're pretty hot
stuff with that  joystick. huh?
You guess you c ould rack up a
high score on just about  any
game,  any  system, You fi gure
half  an hour up agains t  you
in the C + VG games  room
would hav e our Ed sweat ing
and s teaming and begg ing
for mercy,

You're pretty l ippy  really ,

aren' t  you, k id? Well, this is
where C + VG gives you the
c hanc e to put  your
t rigger-fi nger where your
mouth is, in the C + VG Winner
Slays On Challenge.

THE CHALLENGE
The set up is this, On Saturday
April 23, C+ VG will bring
together the top ten players
and the latest games,  lock
them all in a room together
and get  them to fight it out. The
winner at the end of the day
bec omes  the C+ VG
Champion for that  month.

But it doesn't  end there.  The
month after that he will hav e to
def end his hard won pos it ion
as k ing of the gaming  cast le
agains t  the three meanes t
challengers .

Hi, do you know me? well actually  the answer is no,
you don't,  not yet anyway  — but I'm a fra id you're
going to have to in the months to come. My name's
Matt,  a nd I 'm the new kid on the  block here at
C +VG. If you're in the  habit of reading every piece
of small print in the  mag — and let's face  it who
doesn't? — You might just have seen my name pop in
there under "Staff Writer" last ish, even though I
hardly did a  stroke of work on it (What's  c ha nge d?
Ed.)We l l  right here, right now is where I start earning
my keep, and it's nice to be able  to kick off on a high
note, with the intro to a grea t new competition to
find the best games player in the  land. Trigger
fingers ichy? I thought so. Let's get blasting

THE GAMES
To cut the grade with the best
of them, you're going to need
a pret ty  wide range of skills,
Each c hal lenger will be
play ing his rivals on five
dif ferent  types of game,
selec ted on the spot by  the
C+  VG team,  on all dif ferent
systems. You will only  have a
few minutes on eac h g a me  to
prove yourself, so it's going to
be a real survival of the fittest!

You will play :  A classic
shoot-'em up,  a beal- ' em up,
on arc ade adventure,  a
strategy game and a rac ing
game,

In addit ion there will be the
Editor's c hal lenge,  where the
contestents go up agains t  our
Ed at  the game of his choice,
so expec t  the un-expected!

Name
-

I Address:
I Age:

Game

THE PRIZES
Everyone that we bring down
to London for the play-offs
(expenses paid of course!) will
go home with a C+ VG T-shirt,
and copies  of every game
used in the c hal lenge (for
whatever system you prefer)
pressed into their sweaty lit t le
palms

In addit ion the winner will
get  a year's subscript ion to
C+VG,  a E50 WH Smith
voucher to spend on the
software, books or records of
his choice,  and a spec ial
f ramed moc k  up of a C+  VG
cover featuring his moment  of
f ame and glory.  Should our
c hampion  be good enough to
beat  all comers  three months
running a n d  we think that's
pretty unlikely!  -  he  will not_  _  _  _  _  _  _  _

1

System ' S c o r e

1

only  walk  oft with all that lot,
but  an Atari ST as well!

Obviously we have no way
of telling whether you've put
down a true score or not, but
think of this: should you get
selec ted for the challenge,
you'd bet ter have the skill to
bac k  it up, unless you fancy
setting yourself  up as the
laughing stock of the C + VG
office, the whole gaming
world besides!

Clos ing dale for the init ial

c hal lenge to fi nd our first
"Winner stays on" c hampion is
April 14th so post your scores in
now!
As you c an see, old C+  VGis
starling to burst at the staples
with hints and tips, maps  and
pokes.

Yep, we' re going places,
but  to get  there we' re going to
need your help!  II you think
you can map  a hot  new game
-  t hrough all the levels mind!
-  we  want  to hear from you It
you've got  some super hot tips
the rest of us just can't  live
without,  send them in.

Show us how you c an
beat  the mac hine at its own
game.  arid not only  will you
get  your name in lights o r  in
small print  anyway !  b u t  wel l
pay  good money  for the ones
we use'
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E n t e r  the dragon,  hera ld ing a
t ire-breathing,  scale-shat tering,
wing-waggl ing.  f ang-f rightening

C+ V G  compet it ion.
Not only do we bring you this amaz ing

ma p  of Block Lamp,  one of Firebird's  best
releases, but  we also give you the c hanc e
to win an utterly awes ome hand•paint ed
miniat ure dragons.  And we've got  five ol
these lit t le beaut ies  to give away  PLUS 10
copies  of Black Lamp for the runners-up

All you've got  to do is to get  your
imaginat ion into gear and Create on
amaz ing dragon,  You c on use paints, inks,
c oloured penc ils  or crayons. And,  judging
f rom post responses to C+  VG'sart
compet it ions ,  we've c leared an extra

BLACK LAMP COMPETITION

NAME A G E

ADDRESS 111

/ U P  1 D 0  p  DRA6Ohl

large space
for the
thousands of
entries. We may
even use the best
one as a C+  VG pull-out  poster

Just send your entry to Black Lamp
Compel i t ionm,  Comput er +Video Games,
Priory Court .  30-32 Farnngdon Lane,
London EC1R 3AU, The c los ing dot e for the
c ompet it ion is April lot h and the editor's
dec is ion is final.

L .  L A M P  /

x/ft/4s roweR

giNa 5 80LT

‘ID t e t
A

•

It

I t ' s  more than just a pretty pic ture a w e ;
showing the loyout  of the castles, woods
and  v illages  that mak e up the world of

t he Black Lamp game.  this mop also shows
you where to go and what  to avoid. Areas . . 0
mark ed Don  the map  indic at e rooms
where dragons  t he  most dangerous
monsters Jolly Jack must lac e on this quesq
may  lurk, t hough not every dragon room c
contains  a dragon or the v aluable Blo-,  r
Lamp it guards.

L indicates  where there are lamps tc
collec t .  There ore eight  primary  lamp
rooms on ground level,  any  one of which
you may  start at, t hough the nearer you
begin to one of the two main lowers the
bet ter off you'll be.  Other lamps  are kept ir
the towers -  see ' loot  plans  -  a n d  in the
network of dungeons  and caverns that
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exist beneath the surface
You would,  in tact, be well adv ised to get

Into the tunnel system as soon as poss ible
OS it enables you to mov e around o whole
lot taster than on the surface, and is

absolutely  lit terec 0,11h lamps,  It ciso
enables  you to ovoid the scrolling screens
that mak e up muc h of the woods  and
v il lage streets -  t hey  contain no lamps.
and feature lots of dangers .

Look for more great  maps  every month
right  here In Playmasters. If there is any
g a me  you are hav ing t rouble with -  a n d
you think o map might  help -  why  not write
In a n n u g g e s t  it?



-
L
W  
7WOr NnamcD



1

A Coin-op Classic from U.S. Gold.
U.S. Gold Limited, Units 213 HoIford Way, Ho!ford, Birmingham B6 7AX. Tel: 021 356 3388

Nave you got what it tahes...•
iiito be an RT undercover cop?



+ VG's A d e  Ace Clare Edgeley this
month gets to grips with Mr Hell, Heavy
Barrell and Twin Cobra. These are now
the C + VG recommended games to
spend your pennies o

MR Hal
Mr Heins a gem from irem
Corporation — cute graphics, lotsto shoot at and an incredible
array of colourful graphics,

This addictive little game may
not be much to look at initially,
but wait till you start playing. It's
highly addictive and great tun.

Set on a distant star in some
unknown galaxy, you play Mr
Heli, a small, rotund helicopter
which is part of the Earth's
cosmos patrol, sent to save the
star from the invasion of a bunch
of gloriously technicolour aliens
and their support squadron of
black helicopters.

That neat little storyline hardlyprepares you for the wonders to
come. Your first patrol takes in the
star's surface — weird outcrops
of rock suspended high above
your head, floating islands of
grass tufted soil and fluffy clouds
lounging around in the sky.Then the first attack wave
appears, choppers zoom
towords you, and aliens of all
shapes and sizes wing in to
attack. It's fairly simple at first to

despaof the fi
spew fro
helicopter
gun mounte
blades. A qui
left and the side
clear.

But fuel and ene
falling, your bullets
enough to cope with t
yet more nasties and it'
point that you discover th
wonders of hidden crystals

These blue life saving gem
covered by a coating of rock,
which, when blasted bybullets
bombs, fragments to expose the
crystals in a variety of sizes. Just
pick Up a crystal and you'll be
awarded some cash ron9ing froma mere $20 to $500. With the
money collected you can now buy
extra weapons, shields, fuel, and
energy when you blow apart the
rock and expose the respective
symbols.

The bonuses also range in price
SO you must keep a watchful eyeon how much you've clot in the
bank at any time. There's no point
either in picking up everythingyou uncover, as certain bonuses
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A Your first mission.

0

like extra bombs may not be
needed at that moment. Save
your money for the items you
really need.

All the time the action is gettingaliens hover In droves.
ations lose their grip
around creating
hazards, and, worse,

ough time to
e crystals without

rick Luckily Mrnottuvroble
n flit around or

th
unc
comin
He/i is
little thin
high spee

Soon you t h e  end of
the first stage t o  get any
further in the g O k i  must
destroy a largish
unfriendly space s

The next stage Ink
underground to o ma
and to make life more t h e
background scrolls this ti
that you have to follow it,
cunning aliens appear and y
given even less chance to pickcrystals and extras.

Now onto the next stage whic
is made up from a jungle of
vegetation resembling an
intricate background tapestry.
Volcanoes loom ahead rising
from the ground as well as
suspended from the ceiling. On
this stage you ore mainly flying
from left to right. Dodging the
volcanoes is tricky as they ore
placed close together and spew
great gouts of lava in
synchronised time. The only way
to oat past them is to blast the lip
until the rock collapses in on itself,
temporarily plugging themountain.

Mr Hell's full of surprises and
each new stage offers a fresh
supply of puzzles, brilliant
graphics.

A Each SIOW stag. offers fresh puzzles.

HEAVY BARRELL

S
U

noise r
the scene

A Surrounded and defeat
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have decimated the
immediate enemy they move onto
a platform which hovers just
above ground level, This slowly
moves bock and forth, revealing
large numbers of enemy troops
hiding beneath it. As they are
uncovered they let loose with
heavy gun fire and try to clamber
onto the platform. The only way
to stay alive at this point, stuck as
you ore on the platform, is to
°last the individuals as they climb
aboard. Let too many onto the
platform and you don't stand a
lighting chance

The platform eventually comes
to a halt alowing you and your
mote off onto solid ground. Lotsmore swarm to attack and its a
good idea to make use of the

Crossing Me bridge brings
you into more conlila
extra weapons tying aroun
this stage. Unlike MO
are extra weapon
and varying wenseem to be flame t

t great go
everyihin

lyw m e  is
rice p i c k e d

is ,  the restgreat

The o r  masks, in
facet i c i o u s l y  like
grey wel a s k s ,  though
they're n• c h  use ogoinst
flame thro r .  When they get hit,
they t H o w ,  flicker and fall
over w a r d s .  No blood and

i
s 
g
a
m
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y tanks zoom around and,
u blast these, other bonuses

TWIN COBRA
Toito's Twin Cobra is a helicopter
shoot 'em up over war torn skies

, and as such could be compar
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easy in the hands of exp
:believe me, you'll need
practice and no l e  s k i l l
to get anywher f  a n d
difficult sho

The main
Twin Cobra
eye on the whe
bullets than on
Tricky at times

A The enemy always keep
owor

If ysome other w
ke

can't
it claws

down to
arm. You

e way of youflocked cold
y at the claws

low them up, butile and the whole
fraught with danger.

as you've been let off
up against a wall which

destroyed if you're to getnext section. This is a
ay sidings, with men in

cks careering round the
ntricote moss of track, firing at
you. This level is particularly
tricky, as apart from dodging
bullets make sure you don't
stumble into on oncoming truck
and be Flattened,

Huge numbers attack on thislevel and to make matters worse
enormous stationery tanks turn
their cannons on you. Dodging
bullets, chucking grenades and
flaming the baddies ensures the
action is non-stop. If you can pick
up a shield ot this point, you'll be
surrounded by a circle of starswhich form on effective barrier to
anything thrown at you.
Unfortunately, neither the shields
nor the extra weapons lost For
long, ond you constantly have to
keep collecting new ones up.

bang
pay enAt ifs
cho
de

es like
ore of on

uts of enemy
chopper.

ou could fly
emy it you don't

ention,
of the game your

es off from the flight
ship, the blades

foster and faster for

•

d e f t ,
A Twin Cobra is a clear,
presented gome.

mmediately you're
ing high above desert with

ps of scrup interspersed with
emy cannons and the like. Al!

too soon squadrons of blue
choppers slide into attack
formations, tanks appear and tillthe air above with anti•aircraft
fire.

Soon the desert gives way to a
town of sorts. Tanks patrol the
roads and enemy chopper rise to
halt your progress. Just keep
punching the firebution and hope
you can outlast each attack long
enough to pick up some extra
firepower. 'B', 'S' and 'P'
symbols soon appear together
with whirling discs which spin
through a range of colours —
blue, green, red, biege and soon.

At first I didn't take much notice
of these colourful discs which was
nearly my undoing. However, in
the midst of a particularly vicious
attack I accidentally Mew over thedisc when it was blue and
immediately sprays of blue
missiles arced from the chopper's
cannons, devastating everything
in their path. This extra firepower
is o huge bonus arid the colour ofthe disc denotes different
weapons of varying ferocity.

These extra weapons will be
needed when you fly over a
heavily fortified army base. Blosi
the hangers and more symbols
appear for extra points andbombs.

The pace quickens, more
enemy choppers join in to stop
you reaching your refuelling
barge. This offers only a brief

well

•

It's a well planned and
exciting game_
respite, but long enough to get
some feeling back into your
aching trigger finger.

One aspect about Twin Cobra
whichl like are the large sprites.
Everything is o decent size and
the whole game is clear ond easy
to see with no messy graphics
cluttering the view. The game is
incredibly fast and judging by the
queues waiting to ploy it, very
populor. I thoroughly enjoyed it,
even though it is so like dozens ofothers before. At least it has been
well planned with a lot of thought
going into gameplay, feel andlooks.
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Major Career Programming Opportunities
In-House Opportunities

Designer. Programmer T o  £25,000 OTE
This is an exciting new role for high achievers, liaising
with Graphicsliusic and design support functions to
develop original .16 bit I products for subsequent
conversion to other formats for world wide sale.

Senior Programmers.
Programmers T o  t 15,000 OTE
We have opportunities at various levels for expert.
enced professionals to work on the development of
single format conversions for world wide sale. liaising
with graphic/music and design. You will be able to
demonstrate a high degree of technical ability in Z80.
6502 assembler Senior roles exist for high achievers.

Senior Designers. Designers,
Senior Graphic Artists, Graphic Artists.
Senior Musicians, Musk ians T o  £15,000 OTE
Our commitment to producing software of the highest
possible standards is the key to our success. We need
people who can work closely with in-house, sub-
contract program developers in the development of
multi-format establishment software products for
worldwide sale. YOU will be either currently involved
in this capacity or will have formal qualifications toequip you for these roles.

Trainee Programmers, Designers,
Graphic Artists. Musicians
Opportunities exist for the right people to liaise
with in-house development staff to develop your
skills and techniques prior to appointment in one
of the above disciplines. You will combine aca-
demic excellence with a creative and effective
outlook, some proven experience in your selected
discipline would he beneficial or alternatively an
ability to demonstrate your work or potential.

Format Supervisors
This rule requires highly' developed and proven
skills in planning, resourcing and managing in-
house and sub•contract program developers in
the development of specific format software pro-
ducts for world wide sale Exacting quality stan-
dards and ability to meet commercial deadlines
will be more important than specific technicalknowledge

Contact George Yapp. Software Development Manager,
Software Development Centre, Anchor House,

Anchor Road, Aldridge, West Midlands WS9 8PW.
Tel: 0922 55852 Telex 3:161 30 ELITE G Fax: 0543 414842.

Sub-Contract Opportunities
Development Teams O T E  1100,000
Liaising with in-house, supervision and support
functions on original multi-format entertainment
software product development for world wide sale.

Designer Programmers E 2 5 , 0 0 0  OTE
Liaising with in•house supervision and support
functions on original single format 016 bjtj enter-
tainment software product development, for sub-
sequent conversion to other formats for world widesale.

NINTENDO DEVELOPMENT
OPPORTUNITIES AVAILABLE
(FULL SUPPORT GIVEN)

The development of new products combined with our success in the market place will provide
excellent opportunities for challenging work and further career development. In consideration
with this campaign we have produced a Company Opportunity Brochure. Ifyou would like to be
a part of one of the most exciting software developments of the future and how you match up,
write or phone for the free brochure, Alternatively write or phone with details of you r experienceto date and ambitions and we will fix tz time for a chat.

Elite Systems Limited
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RUSSIAN,IS RUNNING, JUMPING, CLIMBING,
SWIMMING AND FLYING AFTER THE LOST TREASURE
OF BABYLON. COUNTLESS WACKY MONSTERS ARE OUT
TO STOP HIM .. _ EVER SNUFFED IT AT THE HANDS OF A

SKELETON ON AN OSTRICH? INCORPORATING NINE
LEVELS OF GAMEPLAY, ICARNOV IS A VAST 4 WAY

SCROLLING GAME THAT COMBINES BOTH STRATEGY
AND FAST ACTION AND IN WHICH THERE ARE MANY

ROUTES TO SUCCESS_
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PWUVfloioo
Tony Takoushi goes into overdrive this
month as he rants and raves about the
delights of Stinger on the Nintendo and
three ace Sega sensations. Hang on to yourseats, the action starts N O W .

• STINGER
How do you fancy a
shoot'em up that throws
absolutely everything at you?

Is that saliva oozing from
your mouth?

GOODI
Stinger is a newie shoot'em

ID from Konami for the
Nintendo console, it packs a
mean mean punch and is
going to have you beggingfor more.

The scenario is jolly spiffy
with you out to rescue a
professor (he looks like a
reject from Bock to the Future)
who has been kidnapped by
the dreaded Attackons. Your
croft is called a Sqnger and

fire), red and white (triple fire
power with three ships), blue
and white (force field).

On the ground are targets
which be shot and collected to
boost fire power.

If your ship gets hurt an
ambulance appears which
you must make contact with to
return you to normal (you can
only use this once per life).

The first scene is a
horizontal scroll across the
Pacific Ocean. Scene two is in
an undersea Kingdom which
has you shooting against a
vertical scroll. The third scene
has you flying across the
desert with raffling clothes
hangars trying to ram you
(this ;s straight out of Revenge

Stinger— packs a mean punch
you have to battle through
seven stages to rescue the
prof.

There is a choice of one or
two players (two players is
simultaneous ploy and you
can join up for a ripple laser)
and the oction takes place
against horizontal and
vertical scrolling backdrops.

Your ship starts with basic
firepower of bullets and
bombs and these can be
enhanced by shooting and
collecting different coloured
bells which can be shot out of
clouds floating across the
screen. Yellow bell
(500-10,000 points), Blue
Bell (speed up), Red Bell
(laser), White Bell (double

of the Mutant Camels!), and is
a horizontal scroll.

It is a stunning game with
some truly staggering power
ups and fast, twisted zap the
mothers action Go get it!
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• SEGA SPECIALS
Three of the best offerings for the Sego
console are SDI, Alien Syndrome and
Zillion 2.

They ore all 128K games and are
scheduled for release in March. prices

A AieviJ y  t )(Jr c_a t e c i u i s

Illr100000110

hostage crisis.
should all be around £20.

You are probably familiar with SDI
from the arcades, it is a Missile
Command deniviative with a fast
almost compulsive feel to it. The
scenario has you sitting in a Global
Defense Satellite high above the Earth
you have to shoot down missiles,
satellites and Crab Ships which are
trying to blow up Earth. -

To stop them you control the Satellite
and a cursor sight, button 1 and the
ioypad moves the satellite while
loypad and button two sight and fire
interceptor missiles.

The game has ten stages, five
offensive and five defensive (Earth,
Moon, Asteroid Belt, Saturn and
Hidden Planet). You have three lives
with a life being lost if you are shot by
the enemy_

You are faced with an Offensive
half to start with, if any missiles pass
you have to play a defensive half
destroying the missiles before they -
enter the atmosphere and hit the planet
(the damage meter is carried Over).



You start against a smooth f a ta l  to the touch while
scrolling backdrop of space Defenders are in every room
(left to right) and missiles fly in i n  the ship and con be shot,
from the right side of the screen, rendered useless for a limited

SDI is a quality game with a time (they fire at you while
good feel and enough action
to keep you away from the
TV. Firing into a cursor takes
a little getting used to but
when you do

Alien Syndrome is another
game from the arcades. It is a
classic L and R job with the
usual high strains of play and
presentation expected from
Sega. You take the role of
Ricky or Mary and have to
rescue Hostages from seven
different ships before a bomb
goes off.
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aliens just roam around).
To rescue the hostages you

simply walk over them and
when they have all been
collected you can go to on
exit where you have to battle
the Alien Boxx of that ship fa
super duper biggy who is just
begging for a good zap). He
has to be beaten to progress
to the next ship. You can
upgrade your weapons by
picking Out weapons from the
walls throughout the ship
(Fireball, Laser, Warp and
Mystery).

The last goody is Zillion 2.
If my mailbag is anything to
go by there are a lot of fans of
the original. You have to
battle your way through eight
stages, the emphasis being
more on fast intuitive arcade
action than brain puzzles_

You switch roles from a bike
rider (tasty BIG sprite) who
has to leap over gaps in the
road while zapping
everything that moves, to
flying robot (another biggie)
blasting his way (both scenes
against a fast smooth scroll).

Beautifully playable and
slick to the bone this is a must if
you enjoyed the original. In
case you should hove any
problems playing it trY

a
Each ship has several"Iron 2— brain puzzler

Ihe continue function by

11  r o o m s  to investigate, aliens got
l
e,
n
a
s
nd is h o l d i n g  
t h e  
j o y s t i c k  
u p  
a n d

Populated by two different p re ss i n g  button one when01:ens or r i r

A t i o n w a r
Ga  me 
O v e r  -
m
o
r n : m i
m e s  
u p
.  
2

GRAPHICS

D
I
M
I
T
Y  
9
7
8

D
P
S 
O
L
V
A
E
U
Y
R
N
A
A 
L 
8

000o 8
7 8
8 7

8 1111

, 9

• ZAXXON 3D
Zaxxon caused quite a stir
when it was released with its
diagonal scroll and
perspective gameplay. Well
it has been a long time comingbut a 3-D version is here
compliments of Sego.

The scenario and
gameplay closely follows the
original BUT it is in 3-DI

You start play out in space
where fighters come at you
from the horizonslowly
getting bigger as they get
closer. You can move in all
eight directions firing as you
go. If your ship is on the same
horizontal level as the enemy
a sight appears in front of the
ship and you can spraybullets at it,

Some enemy ships release
a pod when they are
destroyed, these give extra
points and con increase your
speed and firepower.

After the space battle you
see the fortress come at you
from the horizon slowly filling
up the screen, This is a very
strong effect, as with the
arcade version you have to
fly through a gap in the top
level of the entrance

When you fly in you then
have to swoop down to the
floor of the fortress and shoot
the fuel dumps (increase your
fuel guage) and zap the

Zaxxon 3D
enemy bases for points (and
pods). Keep an eye on the
gouge for if it hits zero you
lose one of your three lives.

Overall Zaxxon 3-Dis the
best 3-D game yet, althoughit is a bit slow to start with. The
3-D glasses ore not cheap at
around E40 and I would
suggest you try them in the
shop before forking Out your
hard earned cash.
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NEWS
• Sega is set to release a
graphic tablet for its Master
System. You plug it into the
console in the same way as a
cartridge but o cord leads Out
of the cart to a drawingtablet. The basic functions on
the unit are, change
background colour, draw
symmetry, clear display,
clear all graphics and use
cursor as eraser. A UK
release date has not been set.

Metroici.
• Twelve titles ore planned
for release for the quarter to
March 1988, so most of these
should be in the shops now!
Kung Ft, Kid, Fantasy Zone 2,
Alter Burner, Global Defense
(SDI), Zaxxon 3•D, Alien
Syndrome, Rescue Mission,
Zillion 2, Alex Kidd and the
Lost Stars, Super Wonder

V W
'

JAW

• R— Type
Boy in Monster Land, Cube
Zone, Maze Hunter 3-D

Other titles in the pipeline
are Great Baseball, football,
Basketball, Space Harrier
3-D, Blade Eagle 3-D,
Monopoly (seen a demo and
it looks good), Parlour
games, Rambo, Aztec,
Adventure and Penguin Land.
• Nintendo has

announced a new
joystick controller
called the NES
Advantage. Price has
yet to be confirmed.- v
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from a n d  skill to the absolute limit
Sy controlling a unique triangular space glider over extraordinary

landscapes you must attempt to guide a wild bouncing alien probe
through countless hazards, Avoid the magnetic fields,. dodge the air-

vacuum shahs, bounce over the bouncing marshes, steer dear of the
rotating disks that cut into your space gilder and - Phewl - you're toady for

the next 'even Look out for finks - a completely new angle in computer fun.

CBM 64/128 E9.99s, 11. 99d AMIGA f24.99d.
AMSTRAD £9.99. E 1
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In the wake of Mattel losing
the Nintendo distribution
rights and a new company
being set up (NESI), I
decided to find out just what
the implications ore for UK
owners.

The boss of the UK
operation is Bruce Lowry,
who was Vice-President of
Sales for Nintendo in the US.
Does the formation of the new
UK company mean we will be
getting new games, fan clubs
and new peripherals?

BL: "Nintendo has 3-D
glasses but they are
expensive, third-party
software development is
expensive so I do not know
how the 3-D will take off. It
has been slow in developing.
I think it may be a fad and an
expensive one at that. We
will be watching the Sega
situation closely.

"We have two joysticks,
but we have not finalised
release dates or prices. A
trackball is also expensive
and we do not have any plans
at present in that area.

"We will also be setting up
Ian clubs over here, and they
will interact with others in
European countries. Badges,
sweatshirts, club magazine
and special events will all be
happening."

TT: With so many good
games coming from the
arcades will games be
converted from Sego to
Nintendo and vice-versa?

BL: "I do not think it will
happen."

TT:Just how big are the
catalogues at present?

BL: "Between third party
and Nintendo games there
are around 65-70 games,
and around 30-35 on the
Sega."

TT: With such enormous
success in the arcades why
hos Sego failed in the US?

BL: "Sego was introduced
into the US market around
four months (March 1986)
after Nintendo was launched,
and they managed to get their
console in the shops alongside
the Nintendo. They also
launched a TV campaign and
various other promotions. So
the two of them were battling
for the market. The consumer
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meets Nintendo's head man.

A Bruce Lowry, Nintendo_
got to play and see both i n  the UK?
systems side by side in shops. A L :  "We will bring all the
The quality of the Nintendo lat est  stuff as quickly as
and the backup and p o s s i b l e ,  not only Nintendo
promotions proved too much titles but also the third-party
for the Sego and it could not games."
compete. Lost year 3.2 T T :  Isn't the UK small fry
million Nintendo units were compared to the rest of the
sold in the US and Sega sold world and won't we always
less than 10 percent of that. b e  third in line behind Japan

"In the arcade business you and the US?
can be a hero today and be at B L :  "We hove hod a
the bottom tomorrow. Sega is tremendous response in the
fortunate that it has hod two U S  from European customers,
or three big arcade hits in a h o w  can we get it and when
row. But all it takes is two or w i l l  it be here?
three bad ones in a row and " I  do not think the UK will
you have fallen out of the b e  behind, when the console
limelight. Nintendo has i s  out and promotions are in
shown consistent solid sales," full swing we will be

TT: When are we going to accelerating the introduction
see the latest Nintendo games of software so there will be

almost simultaneous
launches.

TT: How do you view the
UK and will games be
developed here?

AL: "Nintendo is already
talking to UK software
houses, it has been
happening for the past two or
three years. Games are
presented to Nintendo from
the UK as well as the US in
fact worldwide."

TT: I recently heard of a
Nintendo clone being
produced in Taiwan and
selling at below market price,
IS piracy a problem?

BL: "Not at this time,
Nintendo is well known for its
aggressive enforcement of its
copyright."

T1: What promos can we
expect in 1988?

AL: "There are two areas
here, TV which we feel is a
strong source to push the
console and games_ We will
be spending around two
million pounds on the TV push
in the build up to Christmas
1988. Secondly we will be
spending over one million
pounds on instore displays,
literature, select consoles
similar to arcades where the
consumer can choose a game
from a 12116 cartridges
stacked in the machine and
play it instantly at the press of
a button."

TT: Will there be any price
reductions on the console or
games?

EL: "We will have two
basic packages, the control
deck and Super Morios Bros
cart and the Deluxe set which
includes a robot and light
gun. All I can soy about price
is that when the Deluxe set
was launched in 1985 it was
selling for between 139 and
159 dollars and today it still
sells in the same price range."

TT: What prices will the
new games sell for?

AL: "The end user is the
real key to this The questions
to be asked are is the
consumer satisfied with the
game and how long are they
satisfied with it? It comes
down to the keyword 'play
value."

"Pricing on software will
be around E20 to E30".

US/UK
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Amstrad Cassette £9.99 Disk £14.99
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•  How come all the people on
C + VG have such funny names?
Tony Takoushi, The Fiend, Seamus
SI John I ' v e  been around for
fourteen years now and never once
met anybody called any of those.
Are they real names or have you
just made them up? Now we have a
new editor called Eugene, I ask
you! Nobody is really called that.
Then I got the latest Rh (March) and
even the new staff writer's got a
bloody silly last name. Just what is
going on? These people make
Melissa Ravenflame seem
plausible. At least there is always
Paul Boughton, who sounds nice
and normal, but I bet he isn't really.
Can we see a picture of them all to
prove they exist.
Danny Boggis_
Nottingham.

Editor's reply: No.  And with your
last name, well

•  How come Shuk -  or is it Doode?
I can't tell which is which -  looks
exactly the same as Bradley in
2000 AD? Same ridiculous toothy
grin, same bulging eyes, same
hopeless 1978 hair "style". Same
antisocial behaviour too? Have you
been copying the Mighty One, or is
there a mole in the C+ VG office?
We should be told, why can't you
have nice comics in the mag
anyway, like the Beano or My Little
Pony. I 'm sure that would be far
more popular.

Simon Rustler,
Isle of Lewis,
Scotland

Editor's reply: Well, you know
what they say, Simon, greatminds think alike

•  What I'd like to ask you all at
C+ VG is why all the video games
are so hard to play. I have only just
started and an finding that often I
can't even get beyond the first
level! There is one game that I have
yet to last more than ten seconds on
and it is getting really frustrating, I
am beginning to get to hate that
stupid music that comes on each
time you have to try again. What I
am asking is why do the
manufacturers not make some
games that aren't tou hard for the
less experienced garners to play, as
well as the really hard ones for the
experts? They could mark on the
cover a difficulty rating, so we

could know which Ones to buy, likc
on books where they say suitable
for ages 11-13 or whatever.
Andy Li/ow,
Steeton,
W. Yorks,

•  May I use your pages to pass on
some useful tips I have come across
which readers may have missed in
past issues of V G .

Tip One. How to crack the
release date code for C + VG. It's
always stated in the magazine
pages as "Out 15th . . . " but, in fact,
comes out around the 24th of each
month. I cracked the code when I
read page 72 of the March issue.
This shows the contents of Next
Month's issue, The bottom
left-hand column states "Out  on
sale March 15th," but the bottom
right-hand column states -
A p r i l ' sC+ VG out on March 26th."

Tip Two. If, like me, you have B a s i l d o n ,
3,000 titles on your ST (What do E s s e x .
you mean rubbish? Everybody
claims to have 3,000 titles for the
machine) then you may have
experienced the same problem th
I have. Where to put them? I tried
putting one hundred in a shoebo

but do you put s  oeboxes?
Good ol' C+ V G
-
c a m e  t o  
m y

rescue. The inside story on page
of the March issue states; "The
launch of Xenon for the ST and
Amiga a r e  now beginning to
captured on 21/2 inch discs." Why
didn't  I think of that? Cut one inch
off those 3 V2 inch discs! Careful
marking with a ruler and pencil an
hen careful snipping with
idecutters gave me instantly 30 pc
ent more room on my shelves.
There is one very small drawbac

hat has me stumged. How to gethose molten blobs of 21/2 inch
quare blue plastic out of my 3'1/2nch drive.
I am not the type to give up easil

o I hope to have the answer ready
or you in the May edition which
'ill be in the newsagents on the
5th or 26th of April_

lackery,
asildon.

Editor's reply: Thank you for
your very helpful tips. Ha! I bet
you think we haven't got a verygood excuse about the date mix
up? Wrong! How much do you
know about black holes, time
warps and C+ VC•c
highly-controversial theory of
relativity? Not a lot, I bet. So
there's not a lot of point in

explaining, is there? As for the
disk mistake, what's one inch
between friends?

•  AAAAAAAAAGH! I knew it. It
just had to happen, The price went
up. I was expecting £1.25 but it was
L 1.10. Was Ti pence worth it? You
might as well go to E1.25, What do
other readers think?

A few things about the mag:
reviews are perfect, reviewers are
perfect and has Paul put on weight?
Also on your mag in the March 88
mag you said it would be out on the
26th or the 15th as usual!

And as for T. T. shooting his
mouth off about his arcade
machines and car, that doesn't
mean he can shout out across the
world about the predictions for
8-bit computers, What a load of
rubbish! What does he know about
the f u t u
re? Aaron Bradford,

ir Edi tor 's reply: 15p may not be a
lot to you, Aaron, but it could be

at f o r  our other readers. Our aim is
to keep the price as low as

x poss i bl e .  No Paul hasn't put on
weight. That's Garry Williams,
our Ad Manager. He is visibly

5 gr ow i ng  larger by the hour. T.T.
knows a lot about the future. It's
something to do with his crystal

be bal l .  I've already explained about
the date mix-up.

•  What on earth has happened to
d m y  fay. magazine!! I have been

reading C.  VG for about three
1 years  now and I feet as though I

have learned a lot through your
k pages.  Not just about the latest

games coming out -  I thoroughly
enjoyed reading all your features -
from making your own Alien mask
to what's hot on the other side of

y t h e  Atlantic,
This was one of C-o- VG's strong

points. It made you stand out from
all the others on the newstand.
Even when Games Machine and
Ace were launched you could see
they had obviously taken a leatt out
of your book and had incorporated
features alongside the softwarereviews.

So, what happened to C+ VG?
Less and less features and more
software reviews. Okay I know that
first and foremost you have to cater
for the computer buying public,
but, kids do have other interests
and it was great buying C o VG and
getting two magazines for the price
of one Many of my interests

nowadays stem from reading themfirst in C
.
*  
V C .

So come on guys pull your socks
up and give us what we want -
otherwise you will end up like an
up-market Commodore User!!

It's your readers who have put
you on the number one slot time
and time again, doesn't this tell you
that you had the right formula, If
you carry on like this I wouldn't  be
surprised to see your crown slip!
George Wilkins,
Peckham,
London.

•  I would appreciate if you would
inform your readers of the Scottish
Office of MSX Link International.
We are currently the largest MSX
users group in the UK, with both
offices publishing a separate
monthly magazine. The Scottish
office is for anyone, and we have at
present members from all over the
UK and the world.

The Scottish office's publication
is a monthly eight to TO page
newsletter, which is filled with
news, reviews, hints/tips, MSX-2
news, and lots more.

It costs only £8 per year to join,
for this fee you will receive 12
monthly newsletters, and friendly
advice when required, if you would
like further information then you
are invited to send a large SAE to
the address below.
MS) Link International,
Scottish Office,
North Lodge,
Caimhill Road,
Airdrie,
Scotland, Mt 6 9kt
Editor's reply: Thanks for the
information, Craig, but where's
our copy.

•  Wow,  March C+ VG had the
best cover ever! It was brilliant. I
rushed out to buy the game, it's a
pity they didn't use your picture on
their box,

Mind you, C+ VG's covers are
usually better than any of the other
computer mags. Outrun was my
favourite before Xenon as it was
really like the games and I love
Ferrari's,

Why don't you use the cover's as
the posters in the magazine I would
put them all on my walls.
Roger Green,
Stoke Newington,London.

Editor's reply: We're all glad you
like our cover illustrations,
Roger. We will try to keep up the
good work. We don't use cover
artwork as posters because we
would rather use a new
illustration for the poster.
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You thrilled to the
reviews, you drolied
over the packaging,
you perspired over the
keyboard and you may
even have enjoyed
playing Garrison from
Digital Dreams, the
Gauntlet inspired
offering for the Amiga.

Well, you can look
forward to the same
again with Garrison
Two. It runs on a
standard Amiga 500,
with enhanced graphics
and highscore save for

A The ployabelity of Garrison is unmatched
those of you with larger
memories.

The game plays much
like Gauntlet In that
you have to travel from
section to section
collecting keys (to open
doors and walls),
portions, food and lust
about anything else to
hand before escaping
through an Exit. The
screen scrolls around as
you move. The two
scores to watch are
Health and Time, these
both count down
continuously and if time
hits zero the health
score decreases at
twice its normal speed.

There are various
treasures to collect (500
and 1000 points), food
(1000 and 2500 points),
teleports, glue patches,
these are a DRAG,
medicine (a real goody
giving 5000 health
points), scrolls (these

Loud and proud and rea  y  to
shock. Yes, C + VG's ve ry  own
M r  T -  Tony Takoushi -  is  backto ran t and ra v e  about
computer games. Love or hate
h im, just read  h im.

remove magic blocks
and act as smart
bombs). The enemy
comes in many guises,
sorcerers, guards,
demons, conjurers,
ghosts, morphs and
deaths (I hate these).

A Choose between five different characters.
You can use the scrolls
collected to kill Deaths
and you should watch
out for the Conjurers
who lob magic orbs at
you (these mothers are
mean and fast). You can
destroy the enemy by
shooting although they

are not all one-shot
pushovers, Deaths
drain a lot of energy if
they touch you.

Presentation is very
good, the graphics and
sound were made for
each other and play is

painfully good. The
playability and speed
of this game is
unmatched and indeed
it would be hard to
emulate on any other
machine. If  you
enjoyed the original
Garrison then this will

give you a lot of the
same.

The next time you visit
your local arcade stop
and look around you.

In the not too distant
future you may find
that arcade companies
will tend to shy away
from producing
coin-ops and
concentrate their
energies on console
and computer
software.

Think about it, in
coming years consoles

a Watch out! Death may be working round the corner.
and computers will be
getting dedicated
graphics chips and
supremely fast
processors and
co-processors.

The implication is that
what is sitting under the
sofa in your front room
will have the power of
(say) a Space Harrier
coin-op. What arcade
company in its right
mind is going to spend a
small fortune
developing
state-of-the-art
machinesigames if it
can scale them down for
home use and ship
millions worldwide.

The Nintendo console
is a taste and perhaps
an indicator, it has a
huge worldwide base,
the games being
written for it are either
from the arcades or hit -
(and I mean HIT)
computer titles.
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watching you.
Fight your way

through the
precinct -  the

back alleys, the car
parks, fight your way

through the villainous
community the skin-

heads, the Beastie Boys,
- t h e  bouncers. On a hot,
steamy night in New York

this is just the tip of the
iceberg on your chilling

quest to confront "MR. BIG".
A spectacular arcade style

brawl with many hoodlams and
hellhounds to encounter -

this is target Renegade -
if it moves, it hurts!
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You'll need it!! The reflexes and powers of a mere mortal will not be enough if
you accept the challenge of these four chart topping arcade conversions, together for the first time in one package.

GAU NTLFT THE D EEM  DUNGEONS MAPS

Enter a world of monsters and mazes,
follow the paths of mystery and

combat, searching for food to
increase your health. Monsters and

ATARI t
G AME S

ATARIGAMES

ROAD RUNNER'm
Cartoon's most elusive

character has finally been
trapped in this comic all.
action extravaganza that

recreates those nailbiting
chases and the fast moving

excitement. Overcome all
the dirty tricks Wile E Coyote
can throw at you with ease,

agility and grace and a
haughty 'Beep Beep',
otherwise it's sorry,

goodnight and
'Burp B u rr

METROCROSS
T
"

Are you the one in a million who can
think in microseconds not minutes?

If so Metrocross is for you. A
chequered floor riddled with

1.1•1•1414 n c o l a

legions of enemies will bar your
However, they're not your only
opponents in this quest for food
treasure and magic potions -  th
other players are also on the trail
the same good bounty.

ATARI
.G AME S

INDIANA JONES &
THE TEMPLE OF DOOM,
I
"
Pick up your trilby and fruity
bullwhip and don the mantle I
of the legendary Indiana !
Jones! Prepare yourself for
your most dangerous
adventure yet. You will call •
on all your reserves of t
courage, strength and skill

to storm the evil Temple. of
Doom and rescue the

imprisoned children
and the magical 1

stones of Sankata.1

k•-•  n a m d o  •
potholes, a barrage of obstacles th0
hinder your progress and no go areas
that bring you to a standstill make
this race against time increasin
impossible.

CBM 64/128 Cassette E9.99 Disk E14.99 Amstrad Cassette L'9.99 Disk E19.99
Spectrum 48/128K Cassette E9.99 Atari ST Disk £24.99

U.S. Gold Ltd., Units 213 Hollord Way, Hollord, Birmingham B6 7AX_ Tel: 021 356 1388-

FOUR INCREDIBLE
CADE CON VERSIO


